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FLIGHT FOR PC 

Only you can 

stop the 

Luftwaffe 



The Summer of 1940. Hitler's, war machine has 
humbled a]] (if Europe - except Great Britain. 

Now, the nil-conquering Luftwaffe plans to soften up 
Southern England For an invasion known as 
Operation Sea Lion. 





Only the KAK can halt their 
relentless progress. The odds are 
stacked against them. 

Now, above the Home 
Counties; Spitfires and 
Hurricanes are lucked in deadly 
combat with Messerschmitts and 
Heinkels. There can only be one winner. 

This is The Battle of Britain 

Graphically 

stunning, historically 
accurate and 
thrill ingly realistic 
(with instant-replay 

feature ), Their Finest 
Hour resets the stage 
for the ultimate 
dogfight. 

One thing's certain, this Lucasfilm spectacular will 
provide you with many fine hours of pure entertainment. 

Available on: Atari ST, Amiga and PC and 

Compatibles (CGA, EGA, MCGA, VGA and Tandy 8 16 
colour. Requires 512k Ram. Supports AdLib™ sound 
card). Mouse or joystick. 




TMand ©1089 Utusfilm Ltd. ' LK|,i 
All rights reserved. 



LucasArts 



■■ 



■ 



LAUGHS FOR PC 



Side-splitting 

pirate 

adventure 



Just when you thuught it was le find for LeChuek, 
he's back. 

The legend states that "when LeChuck wants you 
dead, you're dead"- grim news for his aid adversary, 
young Guybrush Threap wood. 
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In thrs stunning graphic sequel, 
young Guybrush's adventures 
will have you rolling in hysterics, 
Beware, you'll laugh so hard. 
milk will flow from your nose. 

Behind every [m Hi ■ is a really 
gnarly chair and in front of 
Guybrush is a saga so savage it'll 
put hairs on your chest, 




With 256 colours (PC 
version), variable difficulty 
modes, interactive reggae music 
and "point V click" intfrljuv. 
you'll be transported to Monkey 
Island in a flash, 

So, brace yourself, the Fun starts here. Who knows 

when it will stop? 

Available on: Amiga (32 colours) and PC (VGA/ 
MCGA. Requires 640k Ram AT or compatible. Supports 
AdLib' 1 '' 1 , Roland™, SoundBlaster™ and SoundBlaster™!] 

sound cards. Hard drive required. 

TM it < Iffil LucasArts Entertainment Company. Lucasfilm Games is a 
trademark of Lucastilm Lid. Monkey ]*!and 2 - 
LeChuck* a Revenge is a trademark of LucasArts 
I'lhTUir'N; -il Corrs|i i\\\ .'.I ni.in :- 'TM'iini. 



LucasArts 



i.taiihj'tbn Games 




A serious PC experience 

U.S, Gold Ltd., Units 2/3, Holford Way, Holford Birmingham Bfi TAX. England Tel: 021 625 3366 
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ADVENTURE FOR PC 

Who can save 

Civilisation from 

destruction? 

Who else? It has to be Indy, 

It all began a few thousand years ago, when Atlantis 
sank to the ocean bed. With it, the secret of the most 
destructive force on earth also sank without trace. Or did 
it? 





There it lay undisturbed for 
centuries. Until the Nazis 

rediscovered the Kingdom. 
Now it will only be a matter 
of time until they have a 
bomb so powerful it 
'***0t wi ^ draw World 
*Z*£Lj7? War II to a 
^^gH *fca conclusion, Schnell! 

Enter the man 

with the funny hat 
and the bull whip. 
Along with Sophia, his 
trusty side-kick, the world's future rests on their 
shoulders. 

Is this too much to ask? No way! 

Join the intrepid duo in dazzling 3D with full music 
and sound effects as The Fate of Atlantis and the world Is 
decided. 

So, here goes! 

Available on: Amstrad and 
C64 Cassette & Disk, Spectrum 
Cassette, Atari ST, Amiga; PC 
and Compatibles. 



'wfii 




■Lgggjl 


J Hi 




S"« 







ADVENTURE FOR PC 

You're about 

to enter 

"Another World" 

It was a one-in-a-million chance. But it was about to 
en. 



Young scientist Lester Chaykin was busy 
experimenting in his laboratory. He'd just reached a 
crucial point in a test on sub-atomic particles, when zap, 





LucasAris 




■&I992 Luc&sArts Entertainment Company. 
All rights reserved. 



a bolt of lightning struck and Lester 
was teleported into a different 
dimension. Into Another World. 

He was on his own, against an 
unknown quantity. 

From the designers of 
Future Wars -Another World 
took two years to create, And 

it's easy to see why. 

There's zoom, panorama and 
close-up shots, as well aa a unique polygon animation 
technique for fluidity. 



Delphine's in -house 
recording studios provide the 
finishing touch. 

Quite simply, you ain't seen 
nothin' yet. 

Available on: Atari ST, 
Amiga (32 colours) & PC (CGA, EGA, VGA, Tandy ®, 
AdLib™ & Roland™). 



© 1991 DELPHIKE SOFTWARE. 
All rights j-eBerved. 






A serious PC experience 

SOREENSHGTSaBE ONLY INTENDED TO BE [ LLU STRATI VE OT THE UAMEPLAY AN Li NOT THE SCREEN GRAPHICS WHICH KAV VARY 
CONSIDERABLY BETWEEN DIFFERENT FORMATS IS QCALITY AHD APPKAHA.NCK ANU ARE SUBJECT TO THE ri'SMPl'TKKS sraim. ATldNS 
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13 NEWS 

US Gold release the first Amiga 
screenshots of Streetfighter 2 and 
Anco prepare for Kick Off 3's, er, 
kick off. PLUS news on Dune 2, 
Sensible Soccer VI, 1 and Gunship 
2000! 

21 LETTERS 

It's payback time! The One's read- 
ers load both barrels and let rip! 

25 ONE ON ONE 

Brett S perry, boss of Westwood 
Beholder 2' Studios, pops across 
the pond to have a chat... 

29 THE END! 

No, don't get worried - it's just a 
feature about end-game 
sequences, where we reveal the 
rhyme and reason behind some of 
the recent past's more memorable 
examples, Phew! 

33 WORK IN 

PROGRESS 

The Bitmaps finally take the wraps 
off their CHAOS ENGINE, US Gold 
invite you to participate in its LEG- 
ENDS OF VALOUR and David 
Braben ponders on the future in 



DISKS 8 

Not one... Not two... But - yes! - 
three prime n' juicy disks brim- 
ming with top stuff, including 
playable demos of Team 17's 
Assassin and Virgin's K.G.BJ 
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the final leg of our massive ELITE 2 
saga, 

48 WIN A MULTIME- 
AMIGA! 



51 REVIEWS 

Look yonder for the full run-down 
of this month's goodies but suffice 
to say that they're hot, hot, hot! 

87 KILL ZONE 

No longer detachable, but still a 
damn fine read. 




THE CHAOS ENGINE 33 

Slipping through the barbed wire and sneaking past the 
drooling Dobermans, Gaz Whitta managed to infiltrate 
Bitmap Central and brought back this exclusive report on 
one of the most eagerly awaited games of the year! 



104 CHEAPOS! 

Got some loose change 
burning a hole in yer pock- 
et? Then cast your eyes 
over these offerings... 

109 DIARY OF A 
CAME 

Braybrook's back - and he's 
baaadf 

114 PD ZONE 

Cheaper than Cheapos, 
there's some right little 
crackers on offer this 
month, including a brilliant 

Donkey Kong clone! 
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It's time to think about the 
future, and that's why Psygno- 
sis are offering this superb 
Amiga CDTV complete with 
add-on keyboard and floppy 
drive as the prize in their great 
Beast 3 compo! 



KILL ZONE....87 

You may not be able to pull it out 
this month, but you still can't beat 
it. Some of the best tips this side 
of Spatula VI, planet of the tip- 
sters. Highlights include a Dune 
guide, Lure of the Temptress hints 
and tips and the start of our Eye 
of the Beholder 2 complete solu- 
tion. PLUS the shock departure of 
Dr Upchurch from the Surgery! 



120 PREVIEWS 

Gary Whitta shows you what's 
coming your way in the future - 
and you don't even have to cross 
his palm with silver! 

123 GAMES INDEX 

It's big, it's beautiful and it's totally 
invaluable to the beleaguered soft- 
ware hunter. Yes, the cream of the 
releases from the last eight 
months or so is here for your 
perusal. 



PUTTY. 

Something like four centuries in 
the making, System 3 finally 
launch the game starring their 
perfectly pliable platform hero. 
And - hooray' -it's a right hoot! 




GAMES FEATURED IN THIS ISSUE 



THE ADDAMS FAMILY TIPS 



THE AQUATIC GAMES 
CAPTAIN DYNAMO 
THE CHAOS ENGINE 



REVIEW 



CHEAPOS 



DUNE 



TIPS 



ELITE 2/FRONTIER 



EYE OF THE BEHOLDER 2 TIPS 



FIREFORCE 

THE GADGET TV 

THE HUMANS 

INT. RUGBY CHALLENGI 

LEGENDS OF VALOUR 

LIONHEAF 

LOTUS 3 



REVIEW 



PREVIEW 



REVIEW 



PREVIEW 



PREVIEW 



REVIEW 



LURE OF THE TEMPTRESS TIPS 



MATCH OF THE DA 



MONKEY ISLAND 2 



NOVA 9 
POOL 
PUTTY 
RAGNA 
ROME AD9; 
SHUTTLE 
STREETFIGHTER 
SUPERCARS 2 

;hblade 
troddlers 
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REVIEW 



REVIEW 



REVIEW 



PREVIEW 



PREVIEW 



REVIEW 



NEWS 



CHEAPOS 



CHEAPOS 



REVIEW 



REVIEW 



63 

104 

33 



39 



74 

122 

SB 

120 

43 

121 

70 



56 

□ 

72 

60 

52 

120 

122 

68 

14 

105 

105 

76 

79 



■i I ■rlihi ■ i ifcrtifDBiifcaMi iMn i i ^a 



— '-* 



_mmmmm '- -- ' — - — "*^^ j — 










Wr 





RAlNIKlW COLLECTION H4XLYYV00Ci COLLECTION WHEELS OF HHE COMPILATION I.N.I. CfHUrtLATIOI* POWER Ul> C0MPI4.AT1QN FISTS OF FUflV COMPILATION JIMMY WHITE HE WON J 

3.99 9.99 7.99 9.99 9.99 9.99 14.99 5.99 

■ 




RIHUVWDHLDCUP TrFUNOERHAwK MAN UTD EUROPE FlAAAESO* FREEDQ** WONDCRLAND KICK OFF 2 FISSTFHKE EAtJLE 2 LOTUS.™ HBO 2 LEMMINGS OH NO! MOFfL LEMMINGS UTOPIA 

&00 9,99 9.99 11.99 13,99 8.99 14.99 11.99 13.99 9.99 11.99 

•TT. 
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.-- . pm, 

heimdau. space cfwjsaoe tttusthf fox 



WINDS PLAYER MANAGER WOLFCHILD DELUXE PAINT 3 PRWJCE OF PE H5IA SIM AND POPULOUS SCRABBLE DELUXE CAPTIVE 

11.99 8.99 12.99 24.99 9.99 16.99 11.99 6.99 11.99 12.99 9.49 




UiCRdPfiOM ■OOLF ELITE 

13.99 10.99 



SPEEoiUll 1 Fi 9 SHALT* REALM* 

6.99 14.99 9.99 



<NeVy »«vES *C 

9.99 



94JPRCUACY SPIH.T OFEXCAlISUR ULTIMAS 

9.99 9.99 10.99 



I.C.F.T. DESERT JACK NICKLAUE 

9.99 6.99 



Amiga Software — Games marked (NOP) will not work on the AMIGA A500 PLUS or AMIGA 600. 
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supremazv 



TM 
.itM 
..ma 

AW 

... ."« 

.9.94 

ISM 



1»J» 

_._TJ«J 

It 99 

,„(H 

SWORD OF SOOAN ...T.M 

T.N T.APB, HAflODRIVIN . TDOBIN 

DRiMiDN SPWFF. JEVBOTBi INOPI ... f.M 

TEAM YANKEE -,._ 1.' "Ill 

TEPMINAT-OR * MM 

THE MAIiAGER |N0P| If St 

THESK4PSON5 .,„.,-, Hit 



9 *t 
1449 
. 1S.H 




QUICK JO¥QJl JOYSTICK 
(HICROSWITCHEO> 

6.99 



LOGIC i 

SIGMA RAY 

11.99 

COMPETITION PRO 

EXTRA JOYSTICK 

(CLEAR BASE) WITH 

AUTOFIR.E AND 

SLOW MOTION 

10.99 

CHEETAH BUG 

13.99 

□UICKJOY 
JETFkCMTEH 

11,99 

QUICKSHOT111A 
TJRB0 2 



PMC !! OP ElAPKM/SS 

populous i sim cur 

POPULOUS! 

PO»\K.OMS»<'4»ei}j 

POWER JP OASE HO. TURFHSAN, 
H^OMT^ ALTPUD PEAS 1. RA44POW 

P0WER0BJ4FT.VOP'. 

^OWERMOhSER DVS 

POrTEmiOtlKiER WOHLP WAR 1 

CIATALHSK , . 

POWERW0HKS iMaHiPLANOLUS 
fiFREAOSHEET KINO WORDS 2 WOflD 
RROCESSOfl, H.13FII I EUTAPASII ... 

PHIM C 1 C • ■'■tHSAr MEC> 

PflO TENUIS TOUR 2 . 

PROJECT X |l NEOI 

PROPHECY ,. „ 

MOiiii vmmuN i n wonc 

HOCCSSOR .. . 



..31 1Q 

..IS.M 

..19.44 

M<« 



3M 

.1S.4S 

.HA4 



„4t.H 
I - . 

...1J» 
H. M 
IB. H 
1*49 

44.H 



(pjPTW.K^IlllKATttMil^tClCCERI . 'U.n 

PUSHOVER MM 

QUARTERBACK TOOLS, 

IDI5K UTILITIESi HB 

but SH O4.0A Y IHLOOOWYLH, 

WIDWINTEfl CADtVEI. PJATI IS.M 

OUESTRON f(E5H ,.. .„4,M 

K-TYPt . T.M 

RAILROAD TYCOON (1 MEQ| 22. H 

RAINBOW re., .'r TlbtHPIjBPUC 

■OaPLt.iLtiNaowiSj.AHOa. 

HEW ZEALAND STQBYHN04PL - 8.H 

RAMPART "B.** 

R«l KASIPALL 1 INt""l (.«* 

RfttAMS AM 



TIP OFT 

T8KI ... 

TRlAO VOL I rUENAClE, BAAL, 

TETfllSi NOP! ... TBS 

Ti'pnopHiwi frdfe :;>;■: in^. 

I'HIHItri Ehll-SICEVENTI 34. M 

TV SPOflTS BASESALL 1P.H 

TV SPORTS r>0*ING lit* 

TV SPORTS FOOTBALL .. .E.M 

UOH _ 16.99 

ULTIMA '. ,, MISS 

1ILT"4AS'1M««I - «■•* 

UTOHA „ 11 .M 

UTOPIA NEW WORLDS DATA DISK 11. »t 

VEMUS ■ THE FLY TRA4" . .. 1 * 

YIK«Ci-Piei,DO»C0»0UEST 1«.M 

VROO« - _...!!.» 

VROOM DATAEHBF. 11/4* 

VJNEELS OF FIR! I»ARD DRlVTJi , 

mbwcrcnipt Cham »ft 

TLJRPO OUTRUNl |N0Pi . .7.M 

WHERE IN EUROPE IS CARMEN 5ANDIEGO 
lEOUCATlOHALDETECTlYE 0AME'< ..Z4M 
W«CRE IN THE WOULD K5 C4RMIN SAH(Ht<iQ 

tlPUtAlK^tM OfTKTlVE OAME) 24.M 

WlfERE IN TIME [3 CARMEh SAHBEQO 
lEDUCATTONAL DETECTIVE GAME 
COWEHING ISOO YEARS OF HISTORY; 71 W 

WIL L Y HI AMISH |1 UtQ) _ -,..!UI 

WINC COMUANLkEIII £2M 




0UICKSHOTU9F 
MAVERICK 1 

12.99 

QUICKSHOT 

PYTHQH 

9.99 



^*r. 




OUKKJOY 
MEGASTAR 

19.99 * 

OLUCRSHOT it 

AVIATOR 

22.99 

OUICK^OY 
TOP STAR 

1S.99 

| QUICKSHOT 
INTRUDER 1 

22.99 




WW 



MF'. 



.MM 



wir-KIO , „„„„^„„„— 

WUARMIY t ■ BANE OF THE G043I4K 

FOHOE .SAW 

WOtrCHAu „. MM 

WOMDERLAHO fi MEOj U.M 

WORDWORTH WORD 

PflOCESSOHd NI1i| r lRR 

Tkwr wmtWhO 1*J» 

1EHO412ME0ABLA&T S.M 



QIJICKJOY FOOT PEDAL 
(HIGHLY RECOMMENDED! 

1899 

STARFK1HTER REMOTE 

WITH TWO INFHA-HeO 

JOYPADS 

29.99 




iVini «'•* ■ a. 



Batumi 
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Over 100,000 people have joined Special Reserve 

The club with no obligation to buy 

Tel, 0279 $00204 for a free COL O R catalogue 



¥ Games C(u6 



CITIZEN SWIFTS 184,99 

WITH COLOUR KIT. 9 PIN, UCl COLUMN 1 D.5C PS/+aNLri, 3NLCV1 DRAFT *■ OWT, 24 
MTH WAF1HANT Y * 1 SIM PHIMTF.R WITH COLOUR F ACILTnf AND FULL F4PEH 
HANDLING FUNCTIONS. 
FREE SPECIAL RESERVE MEMBERSHIP. FREE PflTNrFR I.HD A FREE COLOUR KfT 



CITIZEN 1200+ 



,129.99 



9 PIN « COLUMN, mCFSraiiHLQ. iHLOjt 0R.AFT FQNT, I* MTH WAFIHA«TY. 

HIGH QUALrTY MONO PAINTER 

FRFf .SPf WAt RFSEffVE MEMBERSHIP, FREE FVWN7ER itAC 



W 



CITIZEN 224 224.99 

WITH COLDUH HIT BO COLUMN, IS2CPS/MLQ. 
SLd'l DRAFT FONT 34 MTH WAHRANTY. 34 PIN 
LITTER, QUALITY PMNTEfl WITH EXCELLENT 
graphics osmcih dpi). 
FHEESPECHt RESERVE UEItaEHSWP 
FREE PRINTER LEAD 
FREE COLOUR KIT 



CITIZEN SWIFT 24E 



*mm*m£ > Hr _ 3 IJ 



1 In "CI OUR KIT. 34 FIN, SO COLUMN £1 EdfTJUQ, M.G'1 DRAFT FONT, Ji 
<*TH: WARRANTY. ADVANCED VERSION OF 334 WITH HIGHER SPEED. WME 
FONTS AND SPECIAL LCD CONTROL PANEL 
FREE SPECIAL RESERVE H£UHAfAW>, FREE 'fUMTER LEAP i FREE COLOUR ATT 

ST AH LC24-20 204.99 

»» COLUMN, 1t»CF3AALQ, 

tiLU'l U"il r T FONT 13 MTH WARRANTY. 

24 P1H QUALI'T AT S PIN PfllM 

FREE SPECIAL RESERVE YttKBlH&HIP, 

FREE FfUKTER LEAD 

CANON BJ-10EX 
BUBBLE JET 229,99 

64 NOBLE, SO COLUMN. S3LO CPS 2Uflrt OH AFT 

FONT 12 MONTH WARRANTY. 
A SMALL, PORTABLE ORiHTER. vr-PY QUIET 
VET aiYTm; OUTSTANDING PRINT QUALrTV. 
FRFF SPECIAL RESERVE JUJMflMHIP. 




nieaoN FOB STAR LCM S-M 

miaoN Fcm star low *« 

RIBBON FOB STAR LCM-» I « 

RIBBON ICOLCUH) FOR LtlWO , . 10 H 



HPBBON FOR SWIFT * OR iMD* B SB 

RIBBON FOR SWIFT 24 0R 234 l.M 

RIBBON (COLDUR] FOR SWIFTS ...1 J.M 
INK CAHTHIDOE FOH BJ1 HEX lft.M 



DUST COVER FORM COLUMN PHlNTtjfl ICLEAR FVC> -— 4.9S 

PRINTER LEAD IPAHALLELJ FOB AW&A, ETCfl PC „„ -T.H 

TUT AND SWIVEL STAND; FOR UD*imgB GH TV 1 4,M 

PHILIPS CM 88 33 MK 2 

COLOUR STEREO MONITOR FOB AMl&A 
■Oft ATARI ST. ONE YE APS ON SITE 

MAINTENANCE INCLUDED. 

OFFICIAL UK VERSION. j,*«»Jl 

FREE FIB STEAL TH 

FWf MFATHEFfSHIP 

TV TrUwEfl FQfl PHILIPS CUM» »KII 

MDNITOH LYNLYfTURNS THE 

MONITOR. INTO A TVJ 30.91 

MONITOfl LEAD- AMUA 

TO PHILIPS CMBS3JH 7*1 

PHILIPS 3532 15" FST 

-COLOUR TtLCVlSIOWMONITOR FOB 

AUIOA WITH REMOTE CONTROL, 

AUTO PHGCHAMMIND ANO 

I WO VEAR WARRANTY *y t m A* 

IALSO FOB MEGABRIVE ZI4.77 

OR SUPER NESl 

FREE SCART LEAD fSTAW AMUSAJ 

FREE MEMBERSHIP 

SO ART LEAC - AMIGA TO TV WITH SCART 
INPUT iQIVES MONITC* QUAUTV 

PICTURE) *■** 

GOLDSTAR 14" 

TElEYISIOMVONITCkfi WITH REMOTE 
CONTROL AMD SCAPT INPUT FOR AMIGA 

LALSO FDR MEGADHIVftOR SUPER NES) 
FREE SC*RTLEAO AM1UA TO GOLDSTAR 
FREE MEMBERSHIP ICO QO 

DUSTOOVER FDR MONFTOH 

(CLEAR PVCt .,., <■» 




Game Gear 



WITH 

SONIC THE HEDGEHOG 

SEGA MAINS ADAPTOR 

FREE SUP Eft MONACO GRAND PHIX 

FREE SPECIAL RESERVE MEMBERSHIP 




129.99 



Nintendo Super 
NES 



GVP HD8+ S2 MEGABYTE 

AMHSA HARD OHIVE i SE HIES II I 

WITH EKPANSIONSLOTSTO 

UPtiHAUL AMIGA RAM T01 MFC 

OVP 2H MEG AMWA RAAI EXPAHSIDN 

ISIMMS FIT IN (Hi* HARD DRIVE 

TO fcXPiND AMIGA gv 

2 MEG OR 4 MEG RAM 

8B.G9 





0279 600204 

Open to 8pm Weekdays 



AMI rmlM BAflTl AUI&A 51 IK HAM 
EXPANSION GEN JINL ITEM WITH CLOCK 
FREE 6AHT SIMPSON OAME 



1 MEGABYTE AMIGA RAM UPGRADE 

ITQ 3 "EOJ FOB AHH PLUS 

I ME&AIYTE AMtOA RAM UPGRADE 

;-c : HES; FOR AcM 

M2K AMIGA RAU WITH CLOCK. 

&I2K, AMIGA RAM NO CLOCK 



M.t* 

.. 49.9S 



.34.99 

.. VI If* 
IX'-- 



EKTERNAL 11 0ISK 0RIVF FDR AMICA 
WTTH EDNYHCITTZEN DRIVE MECHANISt* 

OUIET. hioh ociALrrr. slim 



4a » 



ST-» 



REPLACEMENT AMIGA PDWfeR SUPPLY . , 

TECN0PLU5 AADOA STARTER PACK 
IAM6S. PRINCE OF PERSIA OUICttSHOT 
131 JOYSTICK. DUST O0VEB, M0L»SE PAD. 
FIIE-A.DI5K RECORD SVSTEW. DISK 
CLEANtA, 5 BLANK DISKS) 

CLLANMQ KIT FOH f 
COMPUTERS 

(INCLUDES VACUUM I 

ItM 

WAKSHA AMIGA.-S1 
MOUSE WTTH 
OPERATION STEALTH 



SOUlK MOUSE FOR 
AMIGA OR ST 

nut 

SPECIAL RESERVE MOUSE MAT 
4.« 

ITDEt TRACKBALL 
Mi* 

SCREEMBEAT 

STEBEO SPEAKERS 

FDR AMIGA OR PC REQUIRE 4AA BATIEKIES OB 

MAINS ADAPTOR. DE5IQNED SPECIRCALLY FOR 

COUPUTEHS l»CLUD»IG MOUNTIN09 FOR 

ATTAC-HMENT TD MONITC* TUB 




ANNUAL MEMBERSHIP 

UK £6.99 EEC£a,99 

WORLD £10.99 ~ JHpr^K^— 

We only supply mcrribwi bul vcm can 
order a* /04J |0' n - 

Thc Special Reserve run -colour club 
magazine rVBG Is sen! To all iriambBre 
tki-mnnrhlv. «HC features full r«vl»w4 
[?r new saines plus mini-reviews, new 
p*04Juets. Special BeMrvp chart*, 

Release Schedule and hundreds or 

Sppcnl lll|i.'"S. 

PLUS - EVERY ISSUE CONTAINS 

E30 worth of moRey-off coupons 

Ip sav& even m«B money off <»ir amazing prkei. 

W* sel I games and accessories , all At SiMflzIng prices, lor 

Megadnw, Masler Sysiern. Game Gear. Super NES. 

Gameboy, NES.. Lynx, Amiga, Alarl ST. IBM PC. GDTV and 

IBM CD ROM. 

Best Service, Best Prices, Bigjgesl Selection 

That's why over 100,000 people 
have joined Special Reserve. 



NEWAMIGA 600 



■ • ■ • ' ' ' ' ' ' 



MAINS ADAPTOR FOR 
SCHEENBEAT SFEAK.ERS 



..7.SS 



. 



g 



AMI0A SOUND ENHAUCEF.IBOOSTSSOUNCl MM 

TECHNO SDUriU TURSO SOUNP SAMPLEH FDR AMItiA INCLUDES 

LEAP FOR ATTACHMENT TO WAlKMAr*WSC«AN ,..,»,« 

TECNOPLUSMIDH CONNECTOH AND CABLES 

FDR AMItiA (INCLUOES MUS*C X JLPNIOH SOFTWARE .. . 

POWER SCAN HAND SCANNtfl PCM AM4A 
TmiE GREy KALE INCLUDEE SOFTWARE 
•JUH 





pre HiEB coaitrol 

CENTRE FOR 

AUICA SCO 

rSTEELSTANDWTTM 

EKTBA SHELF FOB 

EXTERNAL DlS* DRIVES ETC PLUS CABLING FO« 

EASIEH CDNNtCTlON OF JOV9T1CKSAIICEI 

JIW 

PREMIER CONTROL CENTRE FOR AMIGA ASM OH AHBPlUS ,. J!,» 

HI-FI LEAP- AMIOATD STAHDAHD PHONO INPW -*■** 

POPULOAJ&FALCON LEAD l NULL MODEM CABLE) „„ -T.M 

HF SWITCH FDH AMIGA. ST 0*1 CONSOLE ISWTTCH B-C1WLL> 

TJ AERIAL AND CDMPUTEfl WITHOUT WSCONNECTIHIih I.N 

SCART LEAD - AMIGA TO TV VfTTN BCAHT IHPLIT 

(GIVES MOWTOR QUALTTy PICTURE) M* 

DUST COVtH POP AMPBA(CLEABPVC) ^... *■* 

DELUDE DISK HI 
3.S" (BD) LOCKABLL. 
HVIDEHS 
liLM 

BAN! DISK BOJL 

3.8" dOfSTACKAflLE 

P.H 

~ Dr6KiO)(iS-jT»CAPACrT¥1 l.M 

DISK BO* J s'-(4lK;APACrTV| 

LDCKABLE, DIVIDERS. .—MM 

C4SK BOX J 5' (BQ CAPACITY 
LOCKABLE. C4VIDEHS ...T.*« 

disk bOi J 5"(i°° CAPAcrrr) 
LDCKABLE. DUVWEPS «■» 



299.99 

FULLY IrKLUSlVE OF 

MEMBERSHIP VAT, 

DELI VERT 4 WARBAMTY 



NEW AMIGA 600 

DELUXE PAINT 3. 
" MYSTERY GAME CH.5K, 
flUILT.IH TV MODULATOR, 1 MEG FAH EIPflHDAHLE 
TO S MEG, 13 MOUTHS IN-HOME SERVICE G JARANTEE. 
FREE SPECIAL RESERVE MEMBERSHIP 

AMIGA 600 MD 

INTER NA L 20 MEG HARD ORIVE 

BU1LT-IM TV MODULATOR, . 

1 MEG HAM, 12 MQNJTH5 IN-HOME SEHVrCE auJA,flANTGC. 

FREE SPECIAL RESERVE MEMBERSHIP 

HARDWARE PRICES INCLUDE VAT tHO DEUVEhV TO UK MAINLAND 



439.99 



Inrer-Msdiates Ltd. Registered Office: 2 South BIock. 
T n e Mailings. Sawbridgcworlr), Herts CM2t 9PG. 

1NFVITABLT, SOME GAME'S MAV NOT YET B£ RELEASED, 

PL£AS£ PHONE SALES ON 0279 &MZ04 FOR 
LATEST RELEASE DATES AND STOCK AtfAlLABHJTY. 



WE ONLVSUPPLflVEMBEflSSuT tOU CAN OBDFSAJ VOUJOFJ. 
THERE IS A SURCHARSE Of Kfc PER QAA1E C»J TELEPHONED DRDERE. 
{PLEASE PHPJT IN BLOCK CAPrTALS) 





:1 I DISK HEAD CLEANER 



J.W 



149.99 



• CONTROLLER ANO SUPER MARIO WORLD 
FAFF SECOND CONTROLLER 1 STEREO LEAD 
FAFF NINTENDO! MARIO GAME A WATCH 
fflFF SPECIAL RESERVE MEMBERSHIP 
FAFF IS. DO REPLAY VOUCHER 



SPECIAL RESERVE 

REPLAY VOUCHER 

WORTH 15 AND 

FREE MEMBERSHIP 

WORTH 16/99 

WITH ANY SUPER 

NES CAME 



SUPER NE5 GAMES 

IMAMS FAMILY 

FINAL FH3HT .,,.. , 

JOE A MAC - CAVEMAN NMJA 

LEMMINGS .,.,.,.,., 

PAPERBOY ! 

SUPER CASTLEVANbH 

SUPER R-TTPE ., 

SUPER SOCCER ... 

SUPER TENNIS. 
UN5DUADRON 




S.»"IMC0'JVeDI9K WTTH LABEL , I*> tah 

PACK 0F«JVC),5 M DSCD DISKS WITH LAHLt 22.B* 

Nintendo Super 
NES with 
Scope 6 and 
Super Mario 
World 199.99 

WITH NINTENDO SCOPE 6 LIGHT 
GUN 

PLUS! 6 GAMES FOR USG WITH 

SCOPES 

f>iU$ SLlPFR MARIO WORLD AND CONTROLLER 

FRFC SECOND CONTROLLER ft. STEREO LEAD 
F.RCE SPECIAL RESERVE MEMBERSHIP 
FREE E5.D0 REPLAY VOUCHER 




Name_ 



Address 



_Pw»»*. 



T«*sphone. 



Machlna Typ«_ 



Enter members^* number (If afplic-aWa I Of 



Hem 



Hem 
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N*m 



ALL PRICES NO) l,l"JF UK POSTAGE i VA1 
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Credit CE'd 
anpry daUa_ 



Kiyaiut 



Chaquas payabUMO: SPECIAL RESERVE 

P.O. BOX 847, HARLOW, CM21 9PH 

OvBfStat Orders: EEC sy1i-«;irK oidera - no extra, charge 

World software orders please add £ 1 CO per rlsnt 
Non-soHwars iiieins. please edd 10% EEC or 25% World I 
Ovwrteti trrtfers must be awd by ctkW C*«J. 
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SECTOR 



LOADING YOUR DISKS 

tt) First of ali you'd I better sit back and try to decide which one of the THREE disks you are going to load up first. There'* so much quality s impl V 

^lanZ^M » / L m - g ^Tl y u UF "?'? " iPPin9 ° Ut *"* bUVin9 an ° ther *™ a™** » that you can play ait THREE orthostatic disks 
simultaneously (I think we've miiked the three disk stuff enough now - Ed.) 

(2) Insert the selected disk into the drive slot on your Amiga. 

(3) Turn on your Amiga. 

(4> If you've opted for Assassin or KGB then the disk will run automatically, If you've chosen your Arming Extra Disk, then there* yet more decid- 
S JS. P A ;?;' appear from Which selKti ™ h made h V P^» j "9 ^e appropriate function key or clicking with the mouse pointer 

» f" Th°0 Ve V ' ng VOUr W3V thr ° U9h a " tKe di5kS y ° U ' H '*" ise th3t itS pt ° bably ° Ctob « f 21 st " and ,im * for the ""< magazinetastic 




ASSASSIN 



(1Mb Only) 



Team 17 are gearing up for their bus- 
iest period yet, with Superfrog, Body 
Blows, Overdrive and Alien 6 reed 2 
all scheduled far release within the 
next six months. First up, though, is 
Assassin, a Strider-inspired pure 
arcade blaster which, funnily 
enough, what you'll find demo d 
here. It's been especially created by 
Team 17's ace programmers just for 
all The One's readers. 

This demo gives, you two minutes, 
to explore this specially prepared, 
not-found-anywhere-else level. There 
is no mission objective, endof level 
sequence, speech effects or scoring 
but it is impossible to die so there's 
plenty of time to have a good nose 
around, get a feel for the game and 
beat up some of the bad guys The 
final version boasts five huge levels 



covering 1500 Screens with numer- 
ous speech effects, massive end-of- 
level guardians, six meg a -weapons 
and intelligent and progressively 
more difficult enemies. 

Upon loading you will be present- 
ed with a series of text screens and 
static screenshots which give Team 
17 a chance to beat the drum about 
the full game. Be patient and admire 
the pretty screenshots. After this it Is 
onto the demo proper and the assas- 
sination can begin, 

CONTROLLING THE ASSASSIN 
Move the joystick LEFT and RIGHT to 
enable you to run in the relevant 
direction (innovative, eh?). Pushing 
UP will cause the Assassin to jump 
and pulling DOWN makes him 
crouch. 



COVERDISKS 



Hang on, hang on. We can't start until you're all here. You 
see, the majority of readers passed out when they saw 
the strapping THREE disks prestigiously sellotaped to the 
front of the magazine. Does anybody carry smelling salts? 
The sooner you pass them around, the sooner we can 
begin because, believe me, it's going to take some time to 
guide you through the wonders of our THREE disks. (Did 
we mention the THREE disks..*?) 




The Assassin is quite a versatile 
person and will interact fully with 
any background scenery, swinging 
and climbing on anything he comes 
across. This method of control is 
quite instinctive and within seconds 
of play you'll be leaping around the 
forest without a care in the world. 
Whilst hanging by his arms or climb- 




ing, the Assassin is also able to per- 
form a somersault and leap onto an 
above ledge by pushing UP or one of 
the UP-diagonals. 

With the FIRE button pressed and 
the joystick centred the Assassin will 
throw a boomerang in the direction 
faced. If the joystick is mowed in any 
direction with FIRE fire button 
pressed, boomerangs will 
be dispatched in that direc- 
tion. He can throw whilst in 
any position although he 
cannot throw whilst mov- 
ing. 

If you have collected any 
pods that allow access to 
the special 'mega weapons' 
then a third, special control 
mode can be activated. This 



is achieved by pressing the FIRE but- 
ton and pulling down whilst on a 
solid surface. A power-bar at the top 
of the screen will light up and the 
'mega weapons' available (there are 
only two in this demo) will cycle 
through, allowing you to release the 
button when your selection is lit up 
(at the bottom of the screen). After 
selecting and activating one of the 
'mega-weapons' the Assassin char- 
acter will remain stationary until the 
catastrophic effects subside and it is 
safe to carry on. 

You can scan the surrounding 
area by crouching down on a solid 
platform and pullinh DOWN on the 
joystick with the FIRE button 
pressed. Whilst in this mode you can 
prps-. UP or DOWN to view the area 
immediately above or below your 



position so you can look before you 
leap- 
Dotted about the landscape there 
are also various power- ups which 
directly affect the boomerang's 
movement and strength dotted, so 
keep an eye out for these. Most are 
dropped by the enemy when killed, 
and you can shoot the icons to 
change their exact specification, 
allowing you to pick and choose 
your power-tip, 

DEMO'S END 

At the end of the demo there's a 
slide-show of forthcoming Team 17 
releases so sit back and enjoy. To 
play the exclusive level again you can 
either sit through these pictures 
or reboot. The choice, as they 
say, is yours. 
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(1Mb Only) 
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After the spot of mindless violence 
that is Disk A, we move on to the 
only slightly less violent world of the 
K-G,B. The game is a graphic adven- 
ture which takes place in Moscow 
and Leningrad in the days leading up 
to the notorious August coup. You 
play former G.R.U. Captain Maksim 
Rukow. who has been transferred to 
Department P of the K.G.B 2nd 
Directorate in Moscow. Dept P was 
set up during the heyday of Pere- 
stroika, its function to investigate 
possible cases of K.G.E. corruption. 
This absolutely EXCLUSIVE demo 
begins with a routine investigation 
of a murder; your involvement being 
required only because the victim is 
ex-K.G.B. Vour superior officer Major 
Vovlov sends you to investigate the 
scene of the crime and it is from here 
that you can search for clues and 
question suspects. This demo allows 
you to play part of the way through 
this initial investigation and serves 
as an excellent taster of the full 
game. 

PLAYING K.G,B. 
KGB uses a standard point-and- 
click interface, with all actions being 
accessed by the mouse. 

MAIN GAME SCREEN 
TOOLS - Saving, loading, etc, 
MAP - Shows a layout of the current 
location, with places visited so far. 
WAIT - Instructs Maksim Rukov to 
wait 
I REPLAY - When selected the box 



will open to reveal a left and right 
arrow. The left arrow will allow you 
to recap recent play, whilst the right 
arrow will cycle forward. 
OBJECTS - When activated the game 
screen will become minaturized and 
the Object Screen will open up show- 
ing any objects currently being car- 
ried. From here objects can be 
manipulated via the Object Pointer 
Box (summoned by pressing the 
right mouse button}- 

OBJECT POINTER BOX 
Whilst here it is possible to: 
USE - This allows you to use an 
object which needs no other in order 
to work (e.g. matches). Select this 
option and click on the desired 
object. 

DESTROY - Take this Option and click 
on the object you wish to throw 
away. 

LOOK - Select this option, then on 
the object you wish to inspect. 
TAKE - Click on this option, then on 
the object you wish to ma nipu late- 
Having taken an object, you can 
then: 

- Drag it onto another object (to 
use one object on another). 

- Drag it onto the picture of the 
player (to use an object on yourself) 

- Click on the small centre-bottom 
screen window to switch back to the 
Main Game Screen. The Intelligent 
Action Pointer will now be in the 
form of the object. >ust clkk on an 
item or area of the screen to use the 
item there. 
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FIREFORCE 

Violence on a platel In this fully 
playable demo from I.C.E we pre- 
sent art ENTIRE LEVEL packed with 
things to kill. I'm a touch worried by 
all this graphic killing we're supply- 
ing you so on next month's disks 
we'll be giving away a knitting 
machine simulator and a complete 
flower arranging construction kit- 
But all that's to come - you lot want 
to know about how to get started, 
don't you? 
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HOW TO GET STARTED... 
First of all you'll need either to select 
the top name on the roster by click- 
ing on his stripes or enter your own 
name {or someone else's, if you pre- 
fer) for that personal touch. Once 
this has been done, it'll be off to the 
mission briefing where you'll be 
given instructions on the task in 
hand. If you need more information 
then a quick click on the T icon will 
call up another screen with more 
detail. Clicking on the Roster box 
will take you back to the first screen 
and clicking on the Armoury box will 
have no effect whatsoever as this 
feature has not been included in this 
demo. 

Once you're in the game prop- 
er you'll notice that the game plays 
like a beefed -up Green Beret with 
the player running from left to right, 
However, unlike the aforemen- 



tioned old arcade monster, Fi referee 
allows you to enter and explore 
buildings by pushing UP whilst stood 
outside the doors. 

The first weapons available are 
the Knife (selected by pressing Fl), 
the Rocket Launcher (F3), the Rifle 
(FS) the Plastic Explosive (F7) or 
Grenades (F9) Once the plastic 
explosives have been dropped they 
can be detonated by pressing the 
number corresponding to the order 
they were dropped in (i.e. if two 
have been dropped, pressing '2' will 
detonate the last one placed). The 
energy bar will rapidly deplete once 
the enemy soldiers start shooting at 
you but pressing the HELP key will 
activate your Medical Kit and replen- 
ish some lost energy (use wisely as 
there is only one kit available) 

It is possible to shoot in most 
directions by holding down the FIRE 
button and moving the joystick so 
finishing off bad guys on high plat- 
forms is no problem- Unfortunately 
ammunition is not unlimited but it is 
possible to search bodies and nick 
any weapons they happen to be 
holding by pressing the SPACE bar 
whilst stood over the en-living 
matey. A scroll y window will appear 
showing what you are holding, how 
much you can carry and what items 
are available to pilfer. Mover the joy- 
stick cursor over the wanted 
weaponry and push LEFT or RIGHT to 
either take or leave what you want- 




Regular readers may remember the 
rather fab game Microbes, present- 
ed with the May issue of The One. 
From the same team comes an even 
better blaster, which follows the 
same lines as the old Williams' clas- 
sic Defender, with a bit of Sinistar 
mixed in for good measure. Cyber- 
netix is an arcade shoot- 'em-up 
which is, we believe, one of the best 
Shareware games to grace any- 
body's coverdisk ■ ever! 

The object of the game is to clear 
each sector by destroying all alien 




craft. A number of asteroids appear 
in every sector and will, when 
destroyed, release a blue crystal 
which increases the player's score by 
100 points If you hang around for 
too long the aliens will attempt to 
collect the crystals themselves. If an 
alien collects two of these crystals it 
can be destroyed to reveal a power- 
up which can be picked up to 
increase yourfirepower. 

The computer will alert you of any 
attack waves and they will become 
clearly visible on the radar in the top 
centre of the screen. Should you not 
clear these waves within a certain 
amount of time an Assassin will 
appear who is basically a super-fast 
alien requiring several shots to kill. 
A number Of Special levels crop 
up now and again, pitting you 
against Alien Spacestations and 
Alien Motherships. But don't worry, 
the objective remains the same - 
waste them before they waste you. 



INSTRUCTIONS 

The controls for Cybernet ix are 
unusual and may take a few years to 
get the hang of Basically the ship 
will move in any direction that the 
joystick is pushed in and - get this - 
pressing the FIRE button will cause 
your ship to fire (?) Why on earth do 
these game designers insist on try- 
ing 'new things' all the time. This 
won't catch on, will it? 



SUB ATTACK 

(1Mb Only) 

Sub Attack is an arcade conversion. 
It is. honest. Does anybody recall the 
old Atari coin-op which unique and 
innovative features included a amaz- 
ing periscope Stuck to the front? Fan- 
tastic! The game pi ay features 
astounded the a reading world and, 
it is rumoured, the machine is a the 
grandfather of Streetfighter 2. 
(Hmmmm... - Ed.) 

WHAT'S IT ALL ABOUT? 
The object of the game is to destroy 
the various enemy craft that dash 
from side to side of the screen. Tor- 
pedoes are aimed using the mouse 
and fired by pressing the FIRE button 
although the distance the weapon 
needs to travel needs to be taken 
into consideration (if a ship is at the 
top of the screen the torpedo should 
be aimed quite a distance in front), 
Only one missile can be in the water 
at any time. 

If a vessel reaches the opposite 
side of the screen then the 'missed' 
indicator increases by one. Should 
this reach twenty before the 'hit' (it's 
a bit like jukebox jury, isn't it?) tally 
does then the game's over, 

Full in-game documentation is 
included, as well as details on where 
to send your Shareware fee to, 
should you think the game is worth 
paying for. 



WHAT TO DO IF 
IT JUST WONT 
DO... 

If your disk fails to load then first 
you should try disconnecting all 
your other peripherals (printers 
and 2nd drives) if you have any 
and if that doesn't work then 
we're really, really sorry - the disk's 
obviously faulty. What you'll have 
to do is pop the disk into an enve- 
lope and mail it (with an SAC to 
the value of 2Bp) to:- 

The One Coverdisk Returns, 

PC Wise, 

Unit I. Merthyr Industrial Park, 

Mid Glamorgan CMS 4DR, 
-and a brand spanking new one 
will be yours within a few days. 
If you have any other technical 
problems, you can call the PC Wise 
Helpline on (0443* 693233 
between 10:30am and 12:30pm 
weekdsys. 



THE SMALL PRINT 

1. Whilst we here at The One make 
every effort to check the coverdisks for 

all known viruses, we can accept no 

responsibility for damage caused by 

viruses Which may have- escaped our 

attention. 

2. The One and its retailers are not 
liable for any unnotified changes to 
th» contents of the coverd isles 
Which may occur. 




The plastic in question being y«»* «™s*Y Ami 8* 500, of course. Because if you lake it along to your local stockist 

and trade it in, we'll exchange it for a new generation Amiga COTV multimedia 
computer pack for only &S99-99.* That's £200 less than the normal retail price. And 
remember, that includes an Amiga CDTV player with keyboard, mouse, floppy 
disc drive and a 12 month warranty - the whole shooting match. This AJWffZA 
fantastic offer to our Amiga customers closes at the end of September. ^^ ■% V%# 




So hurry, as they say, while stocks last. And dont forget the plastic. 

"■at inclLuted 
.„»„, |* NHIIKll Mil'T ■■ roMPLHE AND IN WOUKING OIUH <""*» «*■» 1"H SEJ-TtMBIl 1*»2. A* 
tt.E.I .TO. I, ,.ai»IN. DiSD*! AND ItKiALUl mM»««««. *»* *X*il* OF YOU, LOCAL »»0< HIT! C»« "■■ ON «.o *•««<.. 



|VML*1L>: AT IIUCTIO HICH 



« — — — — - - "• ■ ll f *■ ■ - -■ - • *■ 




After all the months of waiting, 
here it finally is - Kick Off 3 in 
all its glory! The much-vaunt- 
ed sequel to you-know-what, which 
has been shrouded in secrecy since 
it was announced, can at last be 
revealed - and It looks like a right 
stonker! 

Programmer Dino Din i Is current- 
ly putting the finishing touches to 
the game, due out in 
October/November, Of course, it'll 
have to go some if publisher Anco 
is to wrestle the football sim crown 
back from Sensible Soccer, but on 
current evidence that doesn't look 
like such an impossible proposition. 
Dino claims that the game has 
been completely recoded from 
scratch (Kick Off 2 was just a 
tweaked version of the original with 
new features), with all-new graph- 



ics, presentation, control mode.,, It's 
a whole new ball game, as the 
enthusiastic presenters on Sky art SO 
keen on saying at the moment. The 
most notable of the new features 
are the selectable graphic styles ■ 
you can now play on a vertically or 
horizontally-scrolling pitch, and 
choose the size of the player sprites 
and can either opt for little minia- 
ture yuyi as before or have big, 
beefy console-style characters with 
extra animation and detail. The 
sereenshots here show how differ- 
ent the game looks to the previous 
two. 

In addition, the teams now come 
equipped with new tactics and intel- 
ligence, and players can speed up 
and slow down as they run - the 
slower they go. the more control 
they have over the ball at their feet. 





The rest is more of the same - 
selectable kits, aftertouch... You 
should all know the drill by now. 

We're a little sceptical about a 
couple of the game's prospective 
features, not least the one that, if 
selected, has the computer toggling 
between the large and small graph- 
ic modes at 'opportune' moments. 
It's one of those features that will 
either work brilliantly or be a com- 
plete shambling parody. We can 
only hope that it'll be the former,,. 
But of course, it's too eariy to judge, 
and we'll be saving our official com- 

(Above and left) The larger-size player 
impressive thin those in the previous 
and indeed play, however, remains to 



ments for the review, coming soon. 
But that's not all. Fuelling the 
'Which is best?' controversy still fur- 
ther is the news (or, more accurate- 
ly, rumour) that Sensible Soccer 2 
may well be on the way. Sensible 
Software have admitted they've got 
lots of ideas for it, and the undeni- 
able success of the first game will 
make it a hot financial prospect, but 
as yet nothing has been confirmed. 
One thing's for sure, a year from 
now the state of play at the top of 
the Amiga premier league will be a 
VERY different story... 



sprites look a darn sight mare 
two 9imes - how well they move 

be seen. Oh yes. 
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A new version of Sensible Soccer 
hits the streets next month, fea- 
turing all-new teams and a few 
gameplay tweaks. 

From October all new copies of 
the footballing classic shipped out 
by Renegade wilt be the enhanced 
Version 1.1, and will carry a stick- 
er on the box to that effect. Basi- 
cally, the team lists have been 
updated for the 1992-93 season. 



with all player transfers and teams 
into Europe taken into account. 
The only small minus point is that 
l«^6i United have had to be 
included, but we don't hold that 
against Renegade too much. 

Thaf s only a minor cosmetic 
alteration, however, and the 
change that will get most users 
excited is the inclusion of new, 
improved goalkeepers. Respond- 



ing to feedback from the public 
over the last few months, Sensible 
Software has radically revamped 
the goalies so they're now far 
more realistic - they can now do a 
diving catch, recover faster after 
a dive, and will punch the ball 
away for a corner rather than 
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ing it back into piay ft 
second goal attempt. In a 
recent ECTS show test session, 
The One's Sensisoccer experts 
agreed that H makes for a 
much more playable game - 
even though we thought such 
a thing wouldn't be possible. 

Owners of the existing version 
of Sensisoccer can upgrade to 
VI .1 by sending their game disks 
to Renegade, along with a conver- 
sion fee of £3.95 (plus postage and 
packaging). In return they'd 
receive the new 1.1 disk and get 
their old disks back, so you'll have 
both versions of the game. We're 
already filling out our postal 
order... 



PHWOOAARR! STREETFIGHTER 2! 




Ohmigod! Streetfighter 2, the biggest arcade game EVER is at last 
coming to the humble Amiga! Creative Materials, the team behind 
the conversion of Capcom's previous beat-'em-up Final Fight, is han- 
dling the job and very nice it seems to be coming along too- For the ter- 
minally unhlp among you, the basic idea of Streetfighter 2 is, as any of eight 
plucky young fighters, to travel the world and take on a succession of 
increasingly tough and bizarre martial arts geezers and, well, knock seven 
shades of the brown stuff out of J em. 

The elaborate arcade cabinet gained recognition for featuring no less 
than SIX buttons accompanying each player's joystick, which allows them 
to produce a staggering array of kicks and punches, with an additional 
set of special 'magic' moves for each character. If nothing else, it'll be inter- 
esting to see how Creative Materials make all that lot work on a one-but- 
ton Amiga joystick... 

It doesn't sound like much on paper, but Streetfighter 2s rather impres- 
sive graphics and astounding variety of violent action has made it one of 
the most popular beat-'envups of all time and a game that's being await- 
ed with a level of anticipation that we at The One have never before seen. 
We currently get more calls from readers asking about It than every other 
forthcoming Amiga game put together! Don't ask us why or how, but the 
game is fast becoming THE video game sensation of the decade. 

In the last few years, coin-op conver Jons have become increasingly passe 
but if ever there was an exception to that rule, this is it. Over there in the 
grubby little world of consoles, it's the only game that the streetcred fcidz 
are talking about ■ if you haven't got a copy, you're running the risk of 
serious social isolation and, in extreme cases, a good corrective kicking 
from your 'mates'. 

Whether or not the Amiga version will pack as much of a punch as the 
excellent Super NES conversion remains to be seen but the pictures shown 
here (they are genuine Amiga screens, honest) are certainly an impressive 
early indicator. The game's due out at Christmas, and in the meantime you 
can feast your eyes on our exclusive Work in Progress next month... 



{left) At the moment, the Amiga varston of Streetf ighter 2 features only 
two of the game's many character* - Chun-U and Ryu. There's no parallax 
Strolling either, at least not at this Itagw. But the fighters have got all the 
moves and, to risk using that old cliche, th* action looks, fast and smooth 
throughout. Bet you can't wait,.. 
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SIAAS LIKE 
YESTERDAY 





Micro prose ha* taken the wraps off two new flight simulators that, 
having done great guns on the PC. will shortly be touching down 
on Amiga. 
First up is Gunship 2000, the sequel to the bestselling helicopter simula- 
tion Gunship. The player gets to control up to five helicopters (selected from 
three very different types) on a variety of missions across Central Europe 
and, of course, the Middle East. A rather smart feature is a Mission Builder 
that allows players to create and then fly missions of their own customised 
design. Expect plenty of very serious destruction and plenty of hours learn- 
ing bow to fly the damn thing. 

Following that in- the Spring of next year is the latest of Microprose's jour- 
neys into the past, with the WWII bomber simulation B-17 Flying Fortress. 
Based around the same monolithic heavy bomber featured in Memphis Belle, 
it's a super-detailed epit in which the player controls each and every mem- 
ber of the aircraft's ten man crew, including pilots, navigators, gunners and 
bombers. Missions are flown as part of a bomber squadron from a base in 
England over targets in France and Germany. On PC it's a real corker We'll 
have to wait and see how the Amiga version fares, although the graphics 
seen so far are pretty promising. More soon. 



btffl"? 






(Top) Microprose's Gunship 2000 whipped up a storm on the PC, and now 
looks set to do the same when it's released on Amiga this December. A "revo- 
lutionary" topographical mapping system has been employed to produce 
realist be 3D terrain, with undulating fields, rivers, valleys and mountain 
ranges. 



(Above) One of the many impressive static Screens from B-17 Flying Fortress, 
due out next Spring - no shots of the 3D yet, we're afraid. Pilots can person- 
alise their planes by giving them names and sticking saucy transfers on the 
side. Just think, if the game is a success, they might even make a film out 
of it - except it's already been done. Oh well- 
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...Nice to see that the Amiga 60 Q 
has dropped in price to a far more 
sensible £299. According to official 
sources, sales of the machine across 
the UK have rocketed since a hun- 
dred quid was slashed from the 
price ■ proof positive that there's 
plenty of life in the old dag yet. 
Meanwhile, news reaches us that 
the fabled new Amiga '300' that 
has been the subject of much spec- 
ulation recently, may well be 
unveiled officially within the next 
month. We'll be there.,. 

...The Amiga version of Electronic 
Arts' biggest-selling Mega drive 
game to date, the violent motor- 
bike racer Road Rash, was shown 
for the first time at the recent ECTS 
show in London ■ and our spies 
inform us that it looks and plays 
exactly the same as the original. It's 
to be released next month at a 
price of £25,99 . 

...Eric Chahi and Frederic Savoir, the 
French creators of Delphine's 
superb Another World, have just 
signed a deal with Virgin Games - 
the company will now be publish- 
ing the duo's latest game, another 
polygon -based arcade adventure 
called Heart of Darkness, sometime 
nest year... 

...Titus software is the latest com- 
pany to join the budget bandwag- 
on - its new £9.99 re-release label is 
called Fox Hits, and will include 
such old 'favourites' as Crary Cars I 
and II, Fire and Forget I and II. Wild 
Streets, Arachnophobia, Offshore 
Warrior, Dick Tracy, Prehistorik and 
a variety of others from the dark 
ages of 16-bit gaming. The first 
titles should be appearing by the 
end of this month. . 

...21st Century Entertainment will 
soon be releasing the sequel to its 

surprise hit Pinball Dreams. It's to 
be called Pinball Fantasies, has 
"extra flippers" and is due out 
before the ervd of the year... 

...Oh, and we almost forgot. Psyg- 
nosis will, we understand, very 
soon be talking the wraps of its 
long-awaited Lemmings 2. No 
screenshots of the actual game 
have been seen as yet, but there's 
a rather nice intro demo going 
around the PD circuit, which is basi- 
cally a parody of the scene in Ter- 
minator where Arnie rips up a red- 
neck bar on his quest for clothes. 
It's all done with Lemmings, you 



CRYO GENIUS! NOW IT'S DUNE - THE SEQUEL! 



On a recent trip to Britain Philippe 
Ulrich, the boss of the French com- 
pany Cryo which developed the 
Dune and forthcoming KGB. games, 
revealed his plans for future games 

First up is Eden. It's a bizarre strat- 
egy game that bases its plot around 
the premise that the dinosaurs were 
not wiped out by a mysterious catas- 
trophe many millions of years ago 
but carried on their evolution to the 
point where they actually became 
intelligent and Started developing 
their own culture This saurian soci- 
ety is divided into two opposing 
sides, the docile peace-loving herbi- 
vores and the aggressive carnivores, 
Mot only that, but the good ol' homo 
sapiens are around as well, so all the 
ingredients are there for a right 
ding-dong of a battle, Don't hold 
your breath for it, though - (t won't 
be ready until well into next year. 

Also in the pipeline areCDTV ver- 
sions of both Dune and KGB. Cryo 
have hired actors to perform the text 
from the games' speech bubbles and 
refined the animation on the char- 
acter faces, so that now they talk to 
you and actually look like they're 
doing it tool The Dune game will 
also feature short animation 
sequences digitised from the David 
Lynch film. Again, don't expect to 
see much on these before the new 
year. 




This has got to be the new world 
record for the fastest ever follow-up 
With Virgin's excellent strategy 
adventure only just released and 
doing nicely thank you, the compa- 
ny has announced that a sequel is 
already well in development. Unlike 
the first game, though. Dune 2 's not 
being produced by French outfit 
Cryo {also responsible for this 
month's KGB) but by those nice lads 



at Westwood Studios, the team 
behind the Eye of the Beholder 
games and also, curiously enough, 
the subject of this month's One on 
One. 

Unlike the more adventure-based 
original. Dune 2 is expected to be 
more of a managerial experience, 
comparable to (if anything) the likes 
of Sim City as the two warring hous- 
es of Atreides and Harkonnen 
attempt to mine as much spice as 
possible and blow each other up at 
the same time. Beyond that, details 
are a little th i n on the grou n d at this 
early stage, but don't expect to see 
anything this side of Christmas. Until 
then, here's a screenshot to tide you 
over, 



WHAT'S BIC r 
RED AND 
THROBBING..? 



Why, a Ferrari, of course. And as luck 
would have it, that's exactly the 
make of racing car that System 3 has 
signed up for its entry into the 






Or rather it's on. After all the hype sur- 
rounding the release of Gremlin's so- 
called 'Sonic- beater' Zool, Core Design is 
jumping on the 'After a few months we 
can sign up the console version and 
make a mint' bandwagon with a game 
of its own that bears more than a pass- 
ing resemblance to certain speedy 
hedgehogs and Italian plumbers. 
The hero of this latest venture is called Doodlebug, a cutesy little char- 
acter {who'll no doubt go down a bomb on Sega and Nintendo, but we're 
sure that's just a coincidence) who must rescue a fairy princess (really?) 
who's been kidnapped by an evil demon {my word!) from her home in 
the magical land of Cartoonia (well I never!) 

The twist here is that, as Doodlebug bounces cutely over the various 
platforms and baddies, he can throw magic pencils which then draw help- 
ful objects like balloons and parachutes - hence his name. It's also pos- 
sible to interact with characters, allowing the player to buy buggies, hell- 
copters, spaceships and dragons to transport him ahout. And of course 
it's all done in the cutest possible way. 
Featuring five worlds and twenty 
levels of colourful loveliness. Doodle- 
bug was a bit of handy find for Core - 
tt just turned up finished on their 
doormats so they bought it, Unfortu- 
nately you won't get your chance to 
do the same {buy it, that is) until next 
month, by which time we should have 
a full review. 




already crowded racing genre. Fer- 
rari Grand Prix Challenge is an 
arcade-based driving game in the 
style of old classics like Pitstop 2. Six- 
teen Grand Prix circuits and twenty- 
five computer-controlled opponents 
help to make up the action which, 
we're promised, is going to be of a 
very, shall we say... graphic nature. 
Real-life crashes and explosions have 
been digitised to make the on- 
screen pile-ups as authentic as pos- 
sible. But we're not talking about a 
simulation here - this is good, old- 
fashioned, viewed-ffom-behind-the- 
car, go-as-fast-as-you-can arcade 
action. 

System 3's yet to establish Itself 
with a decent track record for Amiga 
driving games • it's hoping that this 
will be the one tp put it on the map. 
The question is how it will shape up 
against Gremlin's Nigel Mansell 
licence, due out around the same 
time and looking very sexy indeed 
Unfortunately, System 3 were reluc- 
tant to release any pictures of the 
game in action at time of going to 
press, so here's a press shot instead 
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before in the history of The One has a single competition pro- 
such a mas Jive response. We thought that the Kick Off 2 Golden 
were the very limit, but the thousands of you have bombarded 
with your Sensible Soccer Netbusters have proved us so wrong that 
w* deserve a jolly good caning. 

Unfortunately, due to an unexpected technical hitch (namely that each 
vavcd-out set of highlights takes up nearly 150k). we won't be able to 
bring you each month's winning goals on the cowerdisk. Well, we could, 
Out you wouldn't get a lot else and you wouldn't want that, do you? No, 
of course you wouldn't. 

Nevertheless, the competition is going ahead, and the first of the six 
winners is Bernie Holmes from Birkenhead, whose classy goals as AC 
Milan and Liverpool in the European arena have earned him a coveted 
qualifying place for the competition that will eventually send one lucky 
winner on an all -expenses-pa id trip to see any live football match any- 
where in Europe next season! 

Like we said when the competition kicked off, it's consistency of excel- 
lence that we're looking for - and &ernie's fine goats, which always 
seemed to find that far corner of the goal that the keeper just can't get 
to in time - did the business nicely. What we'd really like to see, though, 
are some good diving header goals. How about it, eh? 

ff you'd like to join Bernie in the run-up to the computer football tour- 

ment of the year, save out your best goals as match highlights (as 

my as you like, but remember, they have to be consistently good, not 

flukes - the winners will have to represent The One against other 

ines from Europe in a play-off, and we don't want to be shown 

) and send them to us at: NETBUSTERS, The One, Priory Court, 30-32 
arringdon Lane, London EC1R 3AU- Remember to write your name and 

dress on the disk of we'll chop it up and send back the bits. Hurry up, 

s one down, five to go... 

FREAK OF NATURE! 



We have to admit, the response to 
2uf Team 17 Waggle- -Mania corn- 
petition, which we launched inno- 
cently on the Letters page a couple 
of months back, has been nothing 
short of AMAZING! We've had literal- 
ly hundreds of entries, but unfortu- 
nately most of them failed to achieve 
a score higher than last month's best 
effort of 330047, And we were par- 
ticularly saddened to see that some 
people were so desperate to Win the 
£150 worth of software that they 
actually went to the trouble of mock- 
ing up a picture of the Waggle-O- 
Mania screen on DPaint, complete 
with monstrously high score! Come 
on guys, do you really think we can't 

Of the honest rest, only a few man- 
aged to top last month's best of 
330047 - and of those the highest 
one, and as such the overall winner, 
is Stephen Peck of Harwich in Essex, 
whose phenomenal score of 33-8263 
must surely make him some kind of 
extraterrestrial being! Congratula- 
tions to him, and a very large box of 
- — 5a games will be in the post very 
soon. The competition is now 
CLOSED, do you hear? If we have to 
ate just one more call from Thorfinn 
Sorjiekerrikkson from Finland or 
some such person asking what the 
current high score is, we'll close the 
magazine and go home, You have 
been warned. 



STRIPTEASERS 

...The subject of our ongoing Diary 
of a Game, the excellent-looking 
Iridium 2, has been snapped up by 
Renegade, who hope to have it in 
the shops by early 1993. Stay tuned 
to The One for the exclusive blow- 
by-blow account of how it's pro- 
gressing... 

,.,And staying with Renegade, the 
company has contracted two top 
talents from the now-defunct 
Strangeways Software to write a 
game for them. Programmer Jason 
Perkins and artist Robin Levy 
worked together on the helicopter 
jhoot-'em-up Apocalypse (now in 
the hands of another team) before 
the company's collapse, and will 
now be producing an arcade game 
called Ruff & Tumble, due out mid 
to late 1993... 

...And STILL with Renegade, we just 
heard that Sensible Soccer will soon 
be coming out on compact disc for 
CDTV and A570 owners at the 
irrestistible price of £19.99. And, er, 
that's about it... 

..Flicking through some back issues 
ol The One, we noticed rather an 
interesting quote from Kick Off 
d&signer and playtester Steve 
Screech. "It's going to be at least 
three years before another decent 
footie game comes out," he said a 
year ago this month, Bet he feels a 
bit of a wally now... 
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RECOMMENDED... 



Admittedly it's been a bit of a thin time for quality software recently - we've only managed to find four 
games from the last couple of months that we really reckon are worth your hard-earned cash. So here they 
are, (By the way. if you're wondering why we've not recommended Monkey Island 2 this month, it's sim- 
ply because everybody has already bought it). 




BEAST 3: OUT OF THE 
SHADOWS (Psygnosis) 

Streets ahead of the previous two 
games. Beast 3 is a real gem, a top- 
notch combination of arcade action, 
adventuring and puzzle-solving. 
With the company's traditionally 
exquisite graphics shining through 
here, the game is, for once, as sub- 
stantial as it is stylish. It's a bit more 
demanding than the likes of 
Harlequin and RoboCod, but never- 
theless a game that fans of 'that sort 
of thing J will flip their lids over. 



PREMIERE (Core Design) CRAZY CARS til (Titus) 



Not the greatest game in the world, 
but a very enjoyable (and original) 
one that has the player, as a rookie 
film editor, traversing the platform- 
based innards of a corrupt Holly- 
wood studio to recover stolen movie 
reels. Western, sci-fi, cartoon and 
fantasy are some of the well-worn 
cinema genres paid tribute to by 
graphic artist Jerr 'Heimdall' O'Car- 
roll. It won't set the world on fire, 
but there's more than enough action 
here to satisfy the vast majority of 
platform fans. 



90% 



81% 



Now This Is What We Call A Driving 
Game. Forget the first two sham- 
bolic efforts - the third game in the 
Crazy Cars series is better than Lotus 
AND Jaguar! Race across the USA. 
competing for cash and avoiding the 
attentions of the attentive (and very 
brutal) highway patrol! Make side 
bets on the outcome and get rich! 
Clock up mega speeds with the turbo 
boost! Customise your car with all 
sorts of excellent items! Forget the 
rest - this is the driving game that's 
got the lot, and it's got it in spades. 

90% 



LURE OF THE 
TEMPTRESS (Virgin) 

At last Made In Britain is starting to 
mean something again. It may not 
have the same comedic edge that 
make the Monkey Island games SO 
special, but as a straight graphical 
adventure this should keep you sat- 
isfied like no other. Intelligent char- 
acter-based puzzles, a sprawling 
play area and attractive graphics 
combine to put Lure on a par with 
most of what Delphine and Lucas- 
film have to offer. 

90% 



Month Ending 27th August 1992 



FULL PRICE TOP 40 

1 SENSIBLE SOCCER (Renegade) 

2 PREMIERE (Core Design) 

3 FIRE & ICE (Renegade) 

A MONKEY ISLAND 2 (US Gold) 

5 FORMULA ONE GRAND PRIX 
(Mkroprose) 

6 CRAZY CARS III (Titus) 

7 OH NO! MORE LEMMINGS! 
(Psygnosis) 

8 ESPANA THE GAMES 92 
(Ocean) 

9 DIZZY'S EXCELLENT 
ADVENTURES (Co derma iters) 

10 CIVILIZATION (Microprose) 

11 PGA TOUR GOLF + 
(Electronic Arts) 

12 STRIKER (Rage) 

13 LURE OF THE TEMPTRESS 
(Virgin) 

14 THE MANAGER (US Gold) 

15 GRAHAM TAYLOR'S SOCCER 
CHALLENGE (Krisalis) 

16 PRQJECT-X (Team 17) 

17 THE ADDAMS FAMILY (Ocean) 
IS JAGUAR XJ 220 (Core Design) 

19 EPIC (Ocean) 

20 JOHN MADDEN AMERICAN FOOT- 
BALL (Electronic Arts) 



21 JIMMY WHITES WHIRLWIND 
SNOOKER (Virgin) 

22 HOOK (Ocean) 

23 LOTUS 2 (Gremlin) 

24 DIZZY COLLECTION 
(Codemasters) 

25 PINBALL DREAMS 

(21st Century Entertain merit! 

26 ALIEN BREED -(Team 17) 

27 ROBOCOD (Millennium) 

28 RISKY WOODS (Electronic Arts) 

29 DYNABLA5TER (Uhisoft) 

30 POPULOUS II (Electronic Arts) 
11 SPACE CRUSADE (Gremlin) 
32RQBOCOP3 (Ocean) 

33 INTERNATIONAL 

SPORTS CHALLENGE (Empire) 
34MEGAFORTRE55 (Mindscape) 

35 F =15 STRIKE EAGLE II 
(Microprose) 

36 EYE OF THE BEHOLDER II 
(US Gold) 

37 DUNE (Virgin) 

38 EURO PEAN FOOTBALL CHAM P 
(Domarlc) 

39 FLOOR 13 (Virgin) 

40 DARK QUEEN OF KRYNN 
(US Gold) 



BUDGET TOP 20 

1 FALCON (Action Sixteen) 

2 RAINBOW ISLANDS 
(The Hit Squad) 

3 PANG (The Hit Squad) 

4 SEUCK (GBH) 

5 LOTUS ESPRIT TURBO 
CHALLENGE (GBH) 

6 F-1G COMBAT PILOT 
(Action Sixteen) 

7 PANZA KICK BOXING (Kinc) 

8 JAMES POND (GBH) 

9 BATMAN THE MOVIE 
(The Hit Squad) 

10 C.J, IN THE USA (Codemasters) 

11 SEYMOUR GOES TO HOLLYWOOD 
(Codemasters) 

12 BUBBLE BOBBLE (The Hit Squad) 

13 SUPER CARS 2 (GBH) 
14TURRICANII (KJxx) 

15 FIRST DIVISION MANAGER (Code- 
masters) 

16 NORTHS. SOUTH 
(Action Sixteen) 

17STEGTHESLUG (Codemasters) 
IS TREASURE ISLAND DIZZY 
(Codemasters) 

19 FULL CONTACT (Team 17) 
20PRO TENNIS TOUR (The Hit Squad) 



THIS TIME LAST YEAR 

1 MANCHESTER UNITED EUROPE 
{Krisalis) 

2 THE SECRET OF MONKEY ISLAND 
(US Gold) 

3 THUNDERHAWK (Core Design) 

4 RAINBOW COLLECTION (Ocean) 

5 PGA TOUR GOLF (Electronic Arts) 

6 MS STRIKE EAGLE II (Mieroprose) 

7 EYE OF THE BEHOLDER (US Gold) 

8 ARMOUR GEDDON (Psygnosis) 

9 LEMMINGS (Psygnosis) 

10 LIFE AND DEATH (Mindscape) 



The One's monthly Amiga charts sre 
compiled by Microbyte. 
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Planet 

Inspired by 
James Lovelock's 
Gaia hypothesis, 
SimEarfh simulates 
the Earth as a single 
l/vrng organism. 



OCEAN SOFTWARE LIMITED 
6 CENTRAL STREET 
MANCHESTER M2 5NS 
TEL: 061 332 6633 
FAX: 061 834 0650- 



I WAS WONDERFUL 2 WAS TERRIFIC, 3 IS THE ULTIMATE CHALLENGE! 
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Many great new 
features including... 

• Contract 
negotiations 

• Career histories 

• Training schedules 

• Club finances 
come together to 
make FOOTBALL 
MANAGER 3, 

THE FINAL word in 
Soccer Management 
Simulations. 



THE FOOTBALL MANAGER 
SERIES - OVER 1,000,000 
SOLD WORLDWIDE. 



Priim leisure Corporation pic, Unit 1, 
Boird Road, Enfield, Middlesex EN1 1 5J 
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It's that time again. We meet once more at The One's Letters pages, 
and what a bumper crop we have for you this month. Of course, 
there's always room for more so if you've got something on your 
chest - get it off! We're always here, ready and waiting. Oh, and by 
the way, we give away £50 worth of software for any exceptional 
letters we receive, so there's no excuse - dig out your trusty ball- 
point and scribe to: Letters, The One, Priory Court, 30-32 Farringdon 
Lane, London, EC1 3AU. You can FAX us too, so all you yuppies dial 
071 972 6710. 



YOU'RE SO RUDE 



Dear The One, 

This is the first time I have found it 
necessary to complain about your 
otherwise superbly megafantabula- 
tious (Eh? ■ Ed.) magazine. I am 
referring to your monthly helpline, 
Games Surgery', In the August edi- 
tion of your great magazine, the so 
called 'Games Doctor' was extreme- 
ly rude and hypocritical. 

After such a reasonable and polite 
letter was sent in from Mr Robert 
Clay of Quarn asking you for help on 
The Secret of Monkey Island. Doctor 
Upchurch proceeded to tell Mr Clay 
an absolute load of tripe! And then 
had the audacity to tell him not to 
waste his time. 

I personally think you should have 
given Mr Clay a formal apology in 
your next issue. However, I still think 
you are by far the best games mag- 
azine and recommend you to all my 
friends. 

Edward Wilson, 

St Leonard s-on- Sea, 

East Sussex, 

Unfortunately Dr. David Upchurch 
was last seen heading for an Alco- 
hol Rehabilitation Oinic, so he is 
unavailable for cerumen f at this 
time. We can only imagine that his 
view was clouded by the loss of 
brain cells that gallons of whisky 
causes and we apologise on his 
behalf, it won't happen again. We're 
so sorry, etc, etc. We'll be printing 
the corrected solution to Mr Clays 
query in next month's Games 
Surgery, okay? 



HELP! 



Dear The One, 

I have purchased the new Amiga 
hard disk A600. I am writing to ask 
why I can't load the F1 Grand Prix 
Game on my new computer. I keep 
getting a message saying Not 
enough RAM'- Will I need to buy a 
chip board for extra memory? I 
enclose a SAE for your reply. 

P. Beardall. 
Aylesbury, 

We rang Microprose to see whether 
the the FlGPiAGuO compatibility 
problem is a known one and as far 
as they are aware, you shouldn't 
have any problem at ali. You could 
try the copy of the game on a 
friend's computer and if it works 
there then the A600 is at fault, oth- 
erwise you should return the game 
to Microprose. By the way, howev- 
er, please note that we cannot 
respond to any queries personally, 
so any SAEs that we do are stripped 
of their stamps which end up in the 
'Guide Dogs for the Blind' appeal. 



TOO DAMN TOUGH 



Dear The One, 

Nine-thirty on a Wednesday morn- 
ing. I leapt out of bed and shouted, 
"Today I'm going to complete Pro- 
ject-X". A bold statement you may 
say end - yes - it was. I died halfway 
through Level 3 which was followed 
by an assault upon my joystick 



I consider myself to be a very 
good gamesplayer, but I am nevsr 
going to complete this game. I 
might as well have only spent £13 
on it instead of £25 - I'm never even 
going to use Disk Four! It's terrible, 
isn't it? 

Richard Hayes. 
Hallaton, 

Leicestershire, 

Which leads us nicely onto this... 



MILD 
DISAPPOINTMENT 

Dear The One, 

I recently bought Ocean's EPIC one 
morning and having completed it by 
the same afternoon, I was mildly dis- 
appointed! It then took me a further 
few goes to complete the two entta 
missions that were on one of your 
coverdisks. 

The game costs £27 in the shops 
and about £1fi by mail order. I find 
this a very high price to pay for one 
day's worth of entertainment. I hope 
that Ocean and DID are getting 
together to make some more 'Mis- 
sion Disks'. 

I feel that many modern games 
are far too easy. Take Another World 
and Mega-lo-mania, for example. 
They are both great games (espe- 
cially Another World) but they're too 
easy and Another World is too short. 
Whatever happened to the good old 
days when games provided a chal- 
lenge, games like Dungeon Master 
and Populous, Both of these games 
are difficult, but not so much so that 



the player doesn't come back for 
more. 

I think it's about time someone 
made a decent game that doesn't 
take just a few days to complete. 

Alex Warren, Swindon, 

This is an interesting point of debate 
so we've decided to throw this open 
to you lot. What do you think? Are 
games too easy? Do difficulty ievets 
like those in, say, Zoof or Monkey 
island 2 influence your decision to 
purchase a game? What do you pre- 
fer, a game to be as hard as Project- 
X or as easy as Another World? 
Write in to the usual address and let 
us know. There'll be software prizes 
for the best we receive. 



IS IT A FIX? 



Dear The One, 

Since I started to read your maga- 
zine I have taken part in many of 
your competitions, Every time 
you've printed the results, I've been 
disappointed because I've never 
won. A friend of mine says that for- 
eign readers never win, simply 
because it would be too expensive 
to send a mountain bike half way 
around the globe, 

Since he told me I've been check- 
ing, and here are the results,,, {Time 
for a bit of editorial discretion here 
There fallowed a long list of compe- 
titions and results from Issue 35 up 
to the August issue, all with British 
winners - Ed.) 

I'm afraid it seems that my friend 
is right and that you actually do 
throw out every foreign letter trying 
to take part in your competitions. 
I've checked other mags, and you're 
not the only ones who abandon 
their overseas readers. If you don't 
want foreigners to take part, write 
it instead of just 'playing' at being 
fair. 

David Arnholm, 
Denmark. 
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that there is absolutely no 



o 



- ± 



^M^t^t 



i»L 



ETTERS 



bias towards the English in any or" 
our competitions. 

Everyone who enters has exactly 
the same chance of winning - it's 
just that, being a UK-based maga- 
zine, the number of entries from 
this country far outweighs those 
from abroad, so it's far more likely 
that any winners will be British. So 
keep trying - one day you could he 
lucky. 



COVER VERSIONS 



Dear The One, 

This is my first letter to any maga- 
zine, so you'd better help kindle my 
failing belief in the ability to speak 
out and be heard. If you don't print 
this letter I'll fall into a depressive 



coma, and my dreams will bf pop- 
ulated by Harry Bishops and beige 
zip-up cardigans. 

Let's cut through the cowpats 
and get to the point. The cover to 
your magazine (and let's face it, it is 
the most comprehensive guide to 
Amiga games] is far too drab to jus- 
tify being the sheath to your glis- 
tening lump of a magazine. 

Ideally I would prefer the mag to 
be bound instead of stapled (Your 
wish is our command - Ed), but it's 
probably too expensive, The idea of 
The One' logo being a different two 
colours every month is quite origi- 
nal, but that's where the good stuff 
stops. 

Don't let me get too pompous 
but the covers are too scattered and 
unimaginative. Slap a screenshot 
here and there, some digitised 
image in the corner and fill the rest 



up with bold lettering. Your graph- 
ic artists may complain that it's dif- 
ficult because the coverdisks take up 
all the space, but that's no excuse, 

If you ask me (which you didn't 
but I'll rage on anyway like a dead 
sheep rolling down a hill) what you 
need is a central piece of artwork, 
possibly graphical, cartoony type of 
thing. 

When I had a C64 (and you could 
leave your door open...) I used to 
read CU Amiga which had some of 
the best covers I'd ever seen. This 
was mainly because they employed 
the dope talents of safe (Is this how 
'The Kids' talk nowadays? - The Ed) 
Jamie Hewlett. He drew Tank Girl, 
the best comic character out. He 
would sketch scenes loosely based 
on the main game review of the 
magazine 

We, the readers, want something 



OUR SURVEY SAID 

Thanks to everybody for the massive response we had to our 'Questions 2' readers sur- 
vey. We won't be printing a formal breakdown of the results but, just for you, we present 
a selection of comments from the last question. Don't blame us - you wrote this lot. By 
the way, if you agree or disagree with any of the statements below then for heaven's sake 
write in and tell us - we're here for you. 

"The One is a classic example of a magazine that has failed to be crap like Amiga F*****t. 
It's attention to not being crap has made it good. Weil, not good, bloody excellent." - 
Philip Dhese (13). 

"Give the games in PD Zone a mark." - Robert Brooks {17). 

"Don't go like CU Amiga, too technical at the expense of games, etc." - Neil Yates (19), 

"I feel that some types of games get more pages than others just because you like them. 
Let's see a wider range of reviews and previews," - Pavl Green (26). 

"I believe you should cut down the coverdisks from two to one as you could then put all 
the best stuff onto one disk without cluttering up the cover or our disk boxes." - David 
Lewis-Crosby (15). 

"Get rid of staff photos." ■ Lesley Enciso (34). 

"More reviews, more Kill Zone, better coverdisks more competitions, less space waste and 
more pages." (!) - Gary Giltesems (12). 

"More games adverts." - Shaun McAlindort (25). 

"Have less PD." - Robert Hughes (22). 

"Have four pages for every review." - Sat Efstathioo (16) 

"Include some kind of award system, e.g. games over 85% are rewarded." - lain McNafly 
(13). 

"In some cases you tend to patronise the reader. Don't do it, we're not all 12 year old 
spotty plonkers!" - Neat Mcintosh (27). 

"Increase the letters pages." - Aftar Ahmed (17). 

"Reduce the magazine to £1,S0 and lose the coverdisks." - Gareth Edwards (13). 



we can be proud to be carrying in 
the street! 

Nick Fluggb. 
East Finchley. 

Hey, hey, hey • we must agree to 
disagree hers. As we've said before, 
the 'cartoony covers' seem just a 
touch out of date wi'tri today's 
thinking. After aft, they don't accu- 
rately represent an actual game as 
well as a real live screenshot, do 
they? What about the perfect bind- 
ing, though? Does everybody agree 
that it's a step in the right direction? 
Usual address please. 



SOMEWHERE TO 
STICK THEM 

Dear The One, 

Who needs disk boxes when on the 
back of the A500 plus there are a 
series of grooves (74 to be exact) in 
which it is possible to store your 
disks? Isn't that brill? 

Lee Parry, 
Liverpool. 

Ertn, yes. Why don't we get more 
letters like this? 



HIRE AND HIRE 



Dear The One, 

I have noticed recently that many 
computer shops and video outlets 
are stocking console games to rent 
rather than buy. 

It strikes me that it would be a 
good idea for these computer shops 
and video outlets to start doing the 
same thing and rent out Amiga 
games so that the public could try 
out the games before they buy. 

Surely this would also increase 
the sales of games because people 
would then realise what games are 
good and therefore purchase them, 
also something which would 
increase the overall quality of soft- 
ware as games would have to be 
good to sell. 

Adrian Downing, 
Southampton. 

It's a nr'te idea but would it ever 
work? Probably not, I'm afraid, 
knowing what some people are like. 
The only reason that these video 
outlets are 'allowed' to rent out 
console games is because they are 
impossible to copy. Piracy is a seri- 
ous enough problem on the Amiga 
as it is - just imagine the rampant 
copying that a move like this could 
result in. 
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WHO CAN BLAME 
THE PIRATES? 

Dear The One, 

Piracy is supposed to be ripping off 
the programmers and software com- 
panies, but isn't it the software com- 
panies that are ripping us off first? 
*hey make us pay between £25 and 
£40 for games. Why should kids 
have to save that much money for 
games like Monkey Island 2 or Heim- 
'dall, which couldn't have really cost 
more than six or seven quid to make 
in the first place, when they could 
probably copy it from their school 
friends for the price of a few disks. 
Software companies should realise 
that if brought the price of games 
down to about £15 then they would 
sell more because more people 
could afford them and so reduce the 
amount of piracy. 

John Pmescott, 
East Yorkshire, 

Right. Unfortunately you seem to 
have overlooked that fact that pro- 
ducing games isn't just a case of 
duplicating the disks and sticking 
them in a box - somebody actually 
has to write it as well. Take Monkey 
Island 2 for example - it had some- 
thing like forty people working OH 
ft at one time. With professional 
artists, designers, story writers and 
musicians ait requiring major 
money, can you imagine what the 
development costs were like - and 
that's even before you start on the 
marketing and advertising. You also 
seem to be under the impression 
that kids would pay £15 for a game 
out not £40 - even though they 
could stlil pirate the game for the 
price of a disk. £25. S3 (the average 
price of a game) doesn't actually 
seem too bad when you consider 
that most console games cost at 
least £40 with littie or no chance of 
piracy. If the piracy doesn't Stop 
then the developers are just going 
to leave the Amiga for these game 
systems (some say it's started 
already) which will eventually result 
m the death of the Amiga. You don't 
steat a pair of jeans just because 
they cost too much, do you? Stop 
defending piracy and think about 
■ '-•ai it's doing to the industry, oth- 
erwise very shortly there will be no 
new games released at all. 



NO MORE OF THE 

SAME 

Dear The One, 

I have been a reader of your maga- 
zine for just over a year but only 
now have I felt it necessar y to write 
in. I think the new look is great but 



I cannot understand why you are 
devoting so much space to Elite 2. 
Surely four pages a month for three 
months is a trifle excessive? I could- 
n't stand the original game on my 
'64, what with its boring graphics 
and rubbishy gameplay and all the 
original seems to be doing is re- 
hashing the same old ideas, in an 
effort to cash in on the original's suc- 
res\. 

Why cant programmers come up 
with some fresh ideas, instead of 
churning out droves of sequels 
(Shadow Of the Be a it 2 & 2. Race 
Drivin 1 , Eye of the Beholder 2, Kick 
Off 2, the list goes on)? It seems to 
me that once something is success- 
ful the software houses think they 
can make money just by re-releasing 
the originals with enhanced graph- 
ics or sound. 

Kelly Maguire, 

Ringwuod, 

Yes, there do appear to be alot of 
sequels around at the moment but 
most seem to be an improvement on 
the originals (Monkey 2 for exam- 
ple). Surely if a game can be 
improved in any way then a sequai 
is justified- Elite 2 is going to be one 
of the biggest titles in recent years 
when it is released at Christmas 
(hopefully). We think that we're 
entirety right giving the game so 
much 'airspace' as f m sure the major- 
ity of readers will agree. 



ROCK-TASTIC! 



Dear The One, 

While glancing through your excel- 
lent and informative Previews sec- 
tion last month, I noticed that rock 
band Motorhead will soon have a 
computer game based around them. 
This got me to thinking - what if 
other groups were to follow their 
example? There's plenty of potential 
for good games, 

How about a Take That! game? As 
manager of the tip-top band the 
idea would be to assemble a bunch 
of no-talent losers, re-record an old 
pop song and then try to keep the 
single as far away from the Top 
Forty as possible. 

Or how about a game based 
around The Smiths, where the play- 
er, as Morrissey, must try to raise the 
country's suicide rate in as short a 
time as possible. 

What do other readers think? if 
they have any ideas, why not send 
them to the band or a software 
company? 

Edward Brown 
Sheffield 

Don't be ridiculous. 



MUST A COUPLE OF POINTS... 



Gary Robinson would like to know bow to obtain the 
September 1990 issue. The best thing to do, Gary, is to 
write to our back issues department at P.O. Box 500, 
Leicester LE99 OAA, 

Richard Cooper is looking for a way to create games on 

his Amiga. Perhaps the best place to start is with a copy 
of AMOS BASIC which costs £45. 

Damien Morris would like to congratulate us on our new 
look magazine, and) he thinks that the Kill Zone is the best 
cheat section he has ever seen. Thanks. 

Ross Stephens wanted our opinions on his favourite 
games. Well, you're not doing too badly, Ross - Keep stick- 
ing with us and you won't go wrong. 

Martin Phee is currently establishing a Sensible Soccer 
Club in the Glasgow area. Anyone interested in joining 
should write to Martin at 28 Stamperland Hill, Clarkston, 
Glasgow G76 BAF, enclosing an A4 stamped addressed 
envelope. 



[cheetahs post box] 

I STUCK ON YOUR FAVOURITE GAME? I 

I Don't despair we have tips, cheats and solu- 
tions for over 500 games to help you. 
For a complete list send a stamped addressed 

envelope to-. 



Cheetah's Post Box T.O.O. 

P.O. Box 339 
Beckenham Kent BR3 4TA 
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WE BUY AND SELL ALL 
TYPES OF SECONDHAND GAMES 

HUNDREDS OF TITLES IN STOCK FROM OLD TO NEW EG.:- 

RISKY WOODS, MONKEY IS^ND 2, ETC 

Phone Between Write to: SOFTSWAP 

6pm - 1 pm Wwldoyi ^rj P-O. BOX 1 24 

*R 0732 872261 ^ WEST MAUI NG 

KENTME19 5RN 
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ONE ON O 



H you asked a typical 
Amiga Owner to 
name a few software 
development teams 
oH the top of his 
id, chances are 
would not hear 
the words UVestwood 
Studios, in fact, 
W ist wood have been 
responsible for two 
of the most success- 
ful RPGs on the 
Amiga, namely Eye 
Of The Beholder and 
its recent sequel, as 
weli as Dragon Strike 
and BattleTech 1 and 
2. 

The immediate 
future sees the start 
of a series of adven- 
tures under the 
'Fables and Fiends' 
banner, the first of 
which is titled The 
Legend of Kyrandia. 
Westwood describe 
these new games as 
'Interactive Dramas', 
a kind of wholesome 
computer entertain- 
ment product the 
likes of which have, 
hopefully, never 
been seen before. 
Simon Byron took 
Brett S perry, 
Westwood's 
President, down the 

fiub (any old excuse) 
or a quick drink and 
a natter. 



s 



o ttwn tell us about these 
faMrt and Fiends games, then. 
Ar* they all going to be based 
nd the «me type of game? 




AM the Fwhtcj and Fiends wilt be 

•where the focus is on the 

characters and the way you 

1 the wortd. The thing 

differentiate us from 

say. Monkey Island will 

fact that we ultimately want 

re towards an interface-less 

t" adhere the focus is purely 

m (he entertainment and not on 

i Buttons or fighting with the 

tt's a complete 'point and 

' mo u se-driven product. What 

wm'nt trywtg to achieve is to dispense 

t commands tike 'Pick up' 

i X on object B'. We want 
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The Legend Qf Kyrandia - the first release in the revolutionary 'Fables and 
Fiends' series, , Note the lack of actual commands in the 'option arej , only * 
graphical inventory. Could this really be the first truly 'interface I ess' prod- 
wet to appear on the Amiga? 



the player to be able to just point to 
a locked door, and if the character 
possess the relevant key he will 
know to use the key to unlock the 
door. 



You don't think that the problems 
will be come too simplified, or that 
the game will just become s 'point- 
ing at the screen' situation with this 
complete lack of commands? 

Wo, The system is simple to team and 
simple to play, it's not necessarily 
easy to win. It's easy to get around 
and do things in the worid, to influ- 
ence the world. Creating an artificial 
intelligence for a system which is 
very easy to use and intuitive took a 
lot of programming time. 



So about the artificial intelligence, 
then. Will there be a lot of non-play- 
er characters wandering around, 
doing their own thing like in Lure of 
The Temptress? 

There won't necessarily be that 
amount of interaction with the non- 
ptaying characters- There will be a 
iot of people living their own lives. 
They will move around the worid but 
the Legend of Kyrandia story didn't 
realty call for a lot of characters mov- 
ing about. 



The game sounds awfully like the: 
Lucasfilm games. Do you see your- 
self in direct competition with them? 



altt 

O 



/ think many people will start com- 
paring Westwood with Lucasfilm, 
although I'd like to think that we are 
going after a different type of 
market Their products maybe 
more putzie orientated than 



ours but ours are far more drama 
and story driven. They truly will be 
closer to an Interactive adventure 
than any other games before them. 



Where have you drawn your inspira- 
tion from for the 'Fables and Fiends' 

games? 

Primarily from the previous adven- 
ture games. We're merging some of 
the concepts that we developed for 
the Eye of the Beholders in 
terms of the environment 
being far more fluid- We want 
the emphasis to be on sur- 
prise and delight. 



Mow many people work for 
work on each game for West- 
wood and what do they all 
da? 

Typically around about seven; 
a n umber of artists and musi- 
cians, two programmers, 
game writers and designers. 



Are you going to be bringing 
out an Eye Of the Beholder 3? 

Westwood Studios? No, 
although the company that 
we published Beholder with, S.S.I., 
will probably bring it out at some 
time in the future. We might very 
well come up with something that 
wilt remind you of Beholder, but wit! 
appear much more advanced, I can 
tell you that. It will most likely be 
appearing sometime around 
March! April 1993. 



The project name at the moment is 
Lands of Lore. 



Will it be released as part Of the 
'Fables and Fiends' series? 

The way that that particular brand 
will work is that they will ail be 
'whole' products in every sense. 
Lands of Lore is more of a strict role- 
playing game and as such wilt not fit 
in with the rest of those titles. 



Westwood seems to be heading in 
the right direction, game- wise. What 
products in the past have particular- 
ly impressed by and what, would 
you sayj has influenced you? 

Let's see. Recently i would Say 
Atlantis, the new Indiana Jones 
game, that was realty nice Civilisa- 
tion from Microprose. Dungeon Mas- 
ter, of course, a real classic Basical- 
ly, though, we want to break the 
mould and take a fresh look at inter- 
faces and manipulation and we've 
come up with a game-engine which 
we have derived from the Macin- 
tosh, which is probably one of the 
most intuitive systems I've seen. 
We're trying to make our games 
more accessible to everybody and 
we feel that the game consoles offer 
a clue as to where we should go in 
terms of an interface. You put the 
cartridge in and you play. You don't 



say that we got it right the first time. 
We kept evolving it and evolving it 
and throwing it away. We kept try- 
ing to make the controls less and 
less until at the end we realised we 
could create a system which would 
actually anticipate what exactly it is 
you're trying to do. 



Everything can obviously be 
improved, but is there anything you 
feel you'd like to do now which, per- 
haps, isn't possible? Like CD's for 
example. How do you think they'll 
affect your games in the future? 

We would like our characters to 
become even more life-tike, more 
believable. Optical Media will offer 
a lot of opportunities. We would like 
to eliminate the text - we feel that's 
really holding back the experience 
for us. We would like you to be 
pulled into the product and com- 
pletely forget about reality. That's 
what I'm looking forward to within 
the next six month; to a year. We are 
creating CD-ROM versions of Kyran- 
dia and there will be no text at all in 
that. AH words will be replaced by 
actual speech. 



Can you give leave us with a thought 
on the future and how Westwood 
will progress in the next six months? 

/ can guarantee that the next few 




Westwood Studios are hoping to blend Monkey island style gameplay with 

a real mix of interactive drama and an intelligent parsar. Of course, th* real 
test will be the finished product which wilt, w* hope, appear for review 
within the next few months. 



really have to read a manual for a lot 
of games, the entertainment and 
enjoyment is immediate. 



How long did it take to come up 
with the interface for Kyrandia? 



Sounds interesting, tell us more... There were many iterations. I can't 



Westwood products wilt be real 
advances in computer entertainment 
and hopefully people will sit back 
and take a fresh look at the whole 
software industry as a whole. 



The future starts with Legend of 
Kyrandia, then... 
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T 

ESi S^k painted thrj^tsj 



s the story of his escape. . 
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metmclsd insitte 9 cast 
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ortiute tellers, magicians, d%figm% 
ny (After cnfourful characters hoth { 
itnd otherwise! 

Ttavel with Brad to tW* Valley of the Lost, the Ice Palace and thr 
Graveyard in himjuest tofnsure his safe passage home. 

Cursevf Ermantia is available on 

Commqmre Amiga 1 meg only) 

undJIiM PC compatibles. 



Screen shots from 
various formats. 
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FEATURE 





If you spend £30 on a game then invest weeks of your valuable time playing it, 
don't you think you deserve a little pat on the back when you finally complete it? 
But how many games really award you the congratulations you deserve? As ever, 
Gary Whitta gives it to you straight, as well as revealing some of the end 
sequences you probably never got to see... 



Picture the scene. It's late. This is 
the 85th time in as many days 
that you've been up all night 
trying to finish this blighter of a 
game you've bought. 

But this time you're going U> do it. 
Mo more CONTINUE YES/NO' for you. 
Oh, no. This time that ugly green 
•nuther that's incinerated you so 
many times in the past is going to 
get a taste of its own medicine. Just 
one more hit into its big bulging eye, 
and... YESI He's history! Time to sit 
back and enjoy the fruits of your 
labour. 

And what do you get? 



WELL DONE. NOW TRY THE 

MISSION AGAIN. 

And the whole thing cycles back 
to the first level with, if you're lucky, 
a million points bonus and slightly 
tougher aliens to blast. It sounds 
Crappy, but you'd be amazed at just 
how many games end as anticlimac- 
■. .tally as this. And as far as I'm con- 
cerned it's just not on, not if you've 
invested your money and a good few 
weeks of your time trying to get 
there. It's a bit like a devout Chris- 
tian dying and getting to heaven, 
only to find that it consists of a six- 
by- eight room with a rickety chair, 
portable telly and a toilet that 
doesn't flush properly. 

If there's anything that Amiga 
games could learn from the ton- 
soles, it's how to do end sequences 
properly. Did you know that at the 
end of Super Ma ri eWorld on the 
Super NES> you get a really sweet 



film-like sequence that goes on for 
about ten minute*, before THE END 
finally flashes up? That's what it's all 
aboutl Gratification! Satisfaction! 
Reward! 

Regrettably, it's a very small pro- 
portion of home-grown Amiga soft- 
ware that really bothers to reward 
players who get to the end. A certain 
programmer recently observed quite 
a disturbing trend ■ that games 
designers are putting more effort 
into creating elaborate intro 
sequences (in some cases giving up 
a whole disk to them) to be viewed 
prior to play. 

Now this is all very well and good, 
but something of a waste, don't you 
think? For a start the game very 
rarely lives up to the quality of the 



introduction, so it's ultimately a bit 
of a letdown. But. more important- 
ly, it tomes at a time when it's not 
really needed. Before playing the 
game the player may be getting 
hyped up and ready for action, but 
surely Such smart animation and 
film-like sequences would be better 
used to reward someone who's just 
lost three stones struggling to get to 
the end? 

After all, that's when you're going 
to EXPECT something good for your 
efforts, and be most appreciative 
when you actually get it. Imagine 
having an end sequence so good 
that it has a disk all to itself. It 
doesn't autoboot, and the program 
only asks for it when the game is 
completed. Imagine it just sitting 




there, with all its excellence safely 
locked away until you finally win. 
Sure, not everyone will see it, but 
what an incentive to get to the end! 

K it that today's games designers 
have lost faith in the game-. playing 
public to finish their products? Or is 
it that they just can't be bothered? 
It's probably a brfof both, although 
our own experience tells us that 
most people who buy a game DO 
ACTUALLY FINISH IT, Just because an 
end sequence comes at the end, 
doesn't mean that it has to be an 
afterthought. Most of today's com- 
mercial movie-makers know their 
audience well enough to make sure 
that their films climax with a suitably 
crash-bang-wallop ending, People 
don't want to be let down gently by 
something, be it a movie or a game 
- the hardest hit has to come at the 
end if people are to be left with a 
really lasting impression, but it's a 
factor that most games gloss over 
and, in some cases, forget about 
altogether. 

Over the page, we've collected 
together the end sequences of five 
classic Amiga games from years 
gone by. We've tried to avoid reveal- 
ing any recently-released titles, so as 
not to annoy anyone who might still 
be playing it by giving away the end. 
But if you don't want to see how 
ALIEN BREED, XENON 2, ANOTHER 
WOR1D, RAINBOW ISLANDS or THE 
FIRST SAMURAI turn out, best not to 
turn the page- Just skip straight over 
and forget they were ever there. But 
remember, only us Gaming Gods 
here at The One could have 
brought this feature to you... 
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RAINBOW 
ISLANDS 

Ocean 

There are actually two separate end 
sequences for this classic Taitn coin- 
op conversion. If you complete all 
the seven islands without collecting 
the big bonus gem from each {a very 
tricky task, to be sure), the game 
ends with Bubby and Bobby walk- 
ing on screen to be rewarded with 
an absolutely MASSIVE pile of trea- 
sure. But as they run to collect it and 
the player sits back smugly, things 
start to go wrong. The treasure pile 
topples, the music goes all sad and 
miserahle and a scroll appears 
informing Bub and Bob that, 
although they've got to the end, 
they haven't actually completed the 

ALIEN BREED 

Team 1 7 

Simple graphical pleasures await 
those good enough (or devious 
enough, with the multitude of cheat 
modes) to finish this top sti-fi blaster 
- and funnily enough it's J little sim- 
ilar to the end of Aliens. Having fi nal- 
ly destroyed the alien hive at the end 
of the last level, the player is picked 
up and whizzed away from the plan- 
et by the military spaceship that 
dropped him off at the start (shown 
below). There are lots of big explo- 
sions and the like, and what's there 
is nice, but the reward is short-lived. 



game properly. So it's back to the 
beginning to do it all over again,,. 
However, if you DO manage to 
pick up the seven gems, you get to 
see the proper end - referred to as 
the Tossing Up' sequence because 
it shows Bub and Bob being thrown 
into the air by the grateful Rainbow 
Islanders amid a joyous celebration. 
Aaaah, isn't that nice? Because the 
Amiga version doesn't have the last 
three islands, players don't get to see 
what really is the ultimate end 
sequence, where collecting the three 
magic mirrors from the extra islands 
produces a dazzling spectroscopic 
graphical sequence where a beam of 
light is bounced off the specially- 
arranged mirrors. 






XENON 2: 
MEGABLAST 

Image Works (RIP) 

We just couldn't believe this. Do you 
know what happens after you've 
busted a gut shooting through five 
impossibly-tough levels to finally 
win the game? The screen just goes 
blank, save for a tiny white dot in 
the centre and a high-pitched tone. 
A few moments later, interference 
fills the screen and that's it. 

It was intended as a joke by the 
Bitmap Brothers - the effect is meant 
to simulate a TV set after transmis- 
sion has ended late at night, in case 
you hjdn't already guessed. But not 
everyone saw the funny side - Bull- 
frog's Peter Molyneux nearly 
gouged his own eyes out in frustra- 
tion after finishing ft. 




THE FIRST 

SAMURAI 

UbiSoft 

Pretty typical of what we're an 
about, this one. The evil Demon King 
finally makes an appearance at the 
very end of the game, his purple 
head bursting through the backdrop 
and spewing all kinds of noxious 
sprites from his mouth. To destroy 
i im, the Samurai has to hack away 
*at his eyes until both are destroyed 
- at which point he explodes. 

Unfortunately, there's not much 
beyond that - the Samurai is show- 
ered with treasures while the cred- 
its scroll past, and then it's straight 
onto a functional 'Well done' screen 
and then back to the start, Frankly, 
we expected a little more from so 
polished a game, and we count our- 
selves lucky that we got a cheat ver- 
sion of the game that allowed us to 
skip straight to it. if we'd had to 
play alt the way through only to be 
greeted by a limp text message, 
we'd have felt royally put out. And 
no doubt you would too. 
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ANOTHER 
WORLD 

US Gold 

There's a lot of controversy over 
whether the end sequence to this is 
actually any good. Generally, it's the 
"No, it isn't" camp that can put for- 
ward the most cohesive argument. 
After battling through all those lev- 
els, the fantastical adventure comes 
to a head when your alien mate does 
battle with a bad alien as the player 
(who's just been given a right kick- 
ing by the bad alien) crawls.,,, 
towards... a.., bank.,, of.,, levers. 

The bad alien, after a quick fist- 
fight, does away with your buddy by 
throwing him off the platform {don't 
worry, folks, he hangs on by his fin- 
gertips), then walks over to finish 
you off. But if the player pulls the 
lever at exactly the right time, a 
burst of laser energy from the sky- 
light above incinerates the baddy. 



The player's then got to crawl 
through a barrage of laser fire to be 
teleported up through the skylight. 
Manage that and the, er, very sweet 
end sequence is yours to behold. 

At the top of the building.. Lester 
is joined by his alien buddy, who 
mount the back of a waiting dragon 
and fly off into the distance. And... 
that's it. The whole thing lasts about 
twenty seconds and left us feeling 
strangely unsatisfied. The object of 
the plot was, after all, for Lester to 
get to Earth. And what happens? He 
flies off on a dragon! Harumph... 








PENTIRE 

DEPT. THO10, 10a Hag Hill Lane, Taplow, 
Maidenhead, Berks. SL6 OJH (0628) 666641 



99p per disk. 

P&P 90p per order 

European add 25p per disk 

Worldwide add 50p per disk 



TITLES MARKED (P) ARE ALSO COMPATIBLE WITH A500+ 



GAMES 



G295 ALIENS (P) 

G200 AIRACEH(P) 

O240 BLIZZARD (P) 

G144 DRIP 

G1J8 FLASCHBLER 

G303 GREY SLAYER (P) 

G294 JETMAM(P) 

G125 MECABALL(P) 

G175 PARANOID 

Gl 39 ........ PIPELINE (P) 

C106 POM POM GUNNER (P) 

01 10 PUCClfS(P) 

C292 QUADiRIX(P> 

G169 QUICK AND SILVA 

G137 RETURN TO EARTH <P> 

C.W2 5EA LANCE (P) 

G297 SMASH TELLY (P) 

G142 STAR TREK (2) (P) 

G274 STAR TREK ARCADE (?) 

G140 STONE AGE (?) 

G3Q1 ........SURVIVOR (P) 

G106 WASTtLANDS (?) 

Gl J6 -WET BEAVERS GAMES (P) 

G 1 60 ...... ■ .WHEEL OF FORTUNE (P) 

G281 WIZARD WORLD (P) 

?777 TRJJCKIN ON (2) 

G3M SMASH TV RIP OFF 

G139 FLAG CATCHER (?) 

G320 CLASSIC GAMES VOL. 1(P) 

G321 GOLDEN OLDIES (P) 

G322 PARACHUTE [OUST (P) 

Ct2'i ..YUM YUM (?) 

US1 3 GAME TAMER (P) 

U1S6 LSD TRAINERS 

C279 JUST HI NTS KP> 

C225 |U3T HINTS II <P) 

EDUCATION (P) 

PACK 1 

5 DISKS OF PROGRAMS AIMED AT 

UNDER 10'S 

PACK PRICE £4.00 



PACK 2 

5 DISKS OF PROGRAMS AIMED AT 

CHILDREN OVER 10 

PACK PRICE £4.00 



ART (P) 

GRAPHICS PACK 

S DISKS CONTAINING PAINT 

PROGRAM AND LOADS OF UTILITIES 

TO CREATE YOUR OWN MASTERPIECES 

PACK PRICE £4.00 

PRINTER (P) 

A S DISK PACK WITH ALL YOU'LL EVER 

NEED FOR YOUR PRINTER. LOADS OF 

DRIVERS AND UTILITIES. BRILL! 

PACK PRICE £4.00 



UTILITIES 

U358, ,.„... 6 TRACK SjTRACKER CP) 

U312 .,,.AMIBASE(PJ 

U22S CLERK fP) 

U129 C LI TUTORIAL (P) 

U400 D-COPY(P) 

Uli4 DIRECT ACTION (P) 

U126 DISI4MASTER (?) 

UU7 DOPE INTRO MAKER 

U117 ESA UTILITIES (P) 

U207.... FLEXIBASE(P) 

UtSS... GHOST WRITER <F) 

U424 HACK PACK (2} 

U221 HARD DISK UTILS. (?) 

U204 HOT STUFF 

U163 ICON MANIA (P) 

U164 JAZZ BEACH (P) 

U224 M-CAO(P) 

U255 MED (PI 

U154 MESSUSID(P) 

U4J4 MODEM UTILITIES 

U219 PAIR-IT 90 (P) 

U394, Q-BASE(P) 

U227 R.I.M. (P) 

LH53 SLIDESHOW CONS. (P) 

U460 DISK CONST, KIT 

UA64 KEFRENS UTILS (?) 

U4&5 ASSASSINS UTILS 

LJ466 KENON UTILS (?) 

LH67 START-UP UTILS (P) 

VA69 A-RENDER 

U470 D-LUXDRAW 

LJJ71 MECADOS 

U472 ZODIAC COMPACTER 

LI473 DISK SALVAGE 

U474 FULL FORCE 

U475 DESK BENCH ICONS 

U47& FULL FORCE VOL. 2 

U477„, CEMEOLOCY(1 MEC) (?) 

U47S ANT-FUCKA 

LM79 MANDEL MOUNTAINS 

U4&0 RED DEVILS 6 

U4B1 RLD DEVILS 4 

ims2,., ...... POWER LOCO 

U4S3 .SYS EXERCISER 

U4B4 ....BOOT BENCH V2 

IHB5 .CATALOGUE W/SHOP 1 fP> 

LM86 CATALOGUE W/SHOP 2 (PJ 

0487 GFX UTIL5 1 

U4B9 LOADSAICONS 

U4M) ...JVNALYTICALC (2> (P) 

LM92 .CROSS DOS 

U4S3 600 LETTERS (P) 

U499 ....DESKSID 

U50O .TEXTPUJS VS 

U505 ,, WINDOWS BENCH (P) 
U508,..,.. ...MOBEDII 

U51 1 ED WORD 

U501 ZERCON UTILS (P) 

U497 GRAPHICS CON KIT 



DEMOS 



D265 
DUO 
D24S 
D1S2 
D206 
D207 
Dill 
□ T 71 
D2S7 



., FRANKLYN FLY (?) 

IRAQ DEMO 

BATMAN MUSIC 

LUXO TEENAGER (P) 

IUSTIFY MY LOVE (1 .5Mb) 

RESCUE ME CP) 

.MADONNA III (3.) 

OPEN YOUR HEART (?) 

.......PHENOMENA ENIGMA (?) 

D175 PROBE ANIM(P) 

D174 PUGGS IN SPACE 

DIM ROBOCOP(P) 

D190 SIMPSONS (P) 

D196 CHIPS ARE UP(P} 

D230 VIZ SLIDESHOW 

D30O MR POTATO HEAD 

D301 FILLET THE FISH 

Dlfl7 CRONICS HARDW1RE[S(2XP) 

D277 CRUSADERS EURO CHART 

D250 DONALD DUCK <P) 

D201 FENNTA5TIC 3 (P) 

D147 STEALTH BOMBER 

D31fi .. MADONNA IMMACULATE 

D319 AT 1HL MOVIES II (4) (?) 

D327 ....DIGISHOWC2HP) 

D330 SHORT MODULES (P) 

D331 ANARCHY (P) 

D197 TOTAL DESTRUCTION 

D1B4 FLIGHT ANIM (P) 

D23a KRION1C NEVERWHERE 

D267 PHENOMENA INTERSPACE 

DZ»S GHOSTPOOL (?) 

D2ftfl SPACE ACE (P) 

D317 THERUN{P) 

ALCATRAZ ODDESSY 

A BRILLIANT 5 DISK SPACE EPIC, 

HAS TO BE SEEK TO BE BELIEVED! 

PACK PRICE £4.00 

NOT PLUS 

REBELS MEGADEMO 5 

4 DISKS OF VARIOUS DEMOS FROM 
THIS SUPERB GROUP. A MUST FOR 
ANY DEMO COLLECTOR 

PACK PRICE £3.75 
MOT PLUS 






PHENOMENA 

5 DI5<S OF GREAT DEMOS INCL. 

ECES, JOYRIDE, INTERSPACE ETC 

PACK PRICE £4.00 

NOT PLUS 

DIGITAL CONCERT 

PACK OF S DISKS. THE VERY BEST IN 

HOUSE MUSIC. EXCELLENT SERIES 

PACK PRICE £4.00 

NOT PLUS 



HUMOUR 

D178 TOTAL RECOUNT (?) 

D198 TOTAL RESPflAY (P) 

D17G TOTAL RESTYLE (P) 

D164 .TOTAL RETRIAL (?) 

D27S .VIZ |OKES (2) (X) 

D185 DATING GAME{2) 

Al 68 DELIRIOUS (2.X,P,2 DRIVES} 

Dl 79 EAU MADONNA (P) 

D173.. PORKY PIC 

G171 LAME ST PO'RTS 

D2S6 . SAFE SEX (P) 

GLAMOUR 

A172 BO DEREK (P) 

Al 71 BLONDE MAUTIES (P) 

A 164 SAM FOX (2} fP) 

A101 GIRLS GIRLS GIRLS (P] 

A130 GIRLS 2 

Al 76 KATHIE LLOYD 

A102 MADONNA 

A103 ■ .MARIA WHITTAKER (2KP> 

A17J SAM FOX VOL. 2 

A1G0 ..UTOPIA C2}(P) 

A182, ,,,,-SABRINAtP) 

A10S SLIDES 1 (P) 

A12S PUZZLES (P) 

A1S8 SLIDES 2 (P) 

A159 SLIDES 3 (P) 

A188 ROSANAARQUETTE<l Mb) 

Al 89 CIMC3YOAWF0BD (2X2 DBMS) 

FRED FISH 

....WORLD DATA BANK fP) 

....PREADER(P) 

....CU&E^ CP) 

...TERM£F) 

....PPMORE(P) 

....DISDF(P) 

...,PBLANKER(P} 

....DOS MANAGER (?) 

....FREECOPY(P) 

....|MENU(P) 

T-BAG 

T52 ACTIVATOR (?) 

T46 KEVMAPPED(P) 

T43. LHARCAW 

T42 LFF2EXE<P) 

T40 fCOPY(P) 

T38 VICUSX4.0(P) 

F33 MENU RUNNER (P) 

T32 POWERPACKER2.2ACPJ 

T28 VlflU5TRAP(P) 

T22 SID(PJ 



F580.... 
F595„„ 
FS94.... 

FSS9 

F561 .... 
FSSfl.,.. 
F536..., 
F5i3.. 
MM.... 
F4».... 



Dge to the sheer number of 
programs of Fish & T-&ag ii is 
impossible to guarantee 

comparability of all programs, 
however, most will run within 
CLI or SHELL- 



HOW TO ORDER: Make cheques/postal orders (sorry, no credit cards) payable to Pentire PD and 
send to the address above stating titles and disk numbers required, Please note prices are per disk 
and not per title. Titles with a number in brackets denotes the number of disks. Note: we do not 
stock pornography, so please don't ask for it. 



CATALOGUE DISK £1 

1500 TITLES 
CONSTANTLY UPDATED 



FRED FISH 

AND T-BAG 

COLLECTIONS STOCKED 



TO ORDER GLAMOUR 
PLEASE STATE 

OVER 18 



WE ALSO STOCK A 

LARGE RANGE OF 

PC SHAREWARE 
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PROGRESS 

44 If there had 

been a nuclear 

Apocalypse in the 

Victorian age, J£a 

this is what it «>*? 

would have 

looked like." 



Pan Malonc 

The Chaos Engine graphic 

artist 




It's taken two years and a Hell of a lot of hype, but the Bitmap 
Brothers' eighth - and most eagerly- awaited - game is almost 
complete. As the countdown to release begins, Gary Whitta 
slipped over to Renegade to find out why it's been well worth the 
wait.. 



eve had seven games 
and seven Number 
Ones inside of three 
| jwars. Name mother developer that 
cm say that" Thi*. is the voice of 
tttmap Brothers head honcho Eric 
Matthews. And, as much as you'd 
fc*e to pull a name out of the blue 



That would shut him up, you've got 
lo hand it to him - it ain't easy. The 
cynics can say what they like but 
there's little denying that the Bros 
are very good, if not the best, at 
what they do: purveying finest-qual- 
4y arcade action for mass consump- 
tion by the games playing populace. 
And as Eric knows, he can afford to 
be bullish, for the game that's qui- 
etly playing away as he talks looks 
•cry likely to be making it eight out 
of eight.* 

Of course, in the hype stakes 

-n^rn's little tci touch (he Hi1m,ii]>> 

--, time round. The name The 



Chaos Engine has already passed 
into the annals of gaming legend 
and the game isn't even out yet. A 
couple of setbacks along the rocky 
development road have resulted in 
the game's proposed release shifting 
from its original slot back in January 
to the now "almost definite ".date of 
the first week in November- It's 
going to have to be something very 
special to satisfy the legions of impa- 



PROJECT: The Chaos Engine 
PUBLISHER: Renegade 
J DEVELOPER: The Bitmap I 
Brothers - 

Eric Matthews (Design) 
Simon Knight (Design) 
Steve CargM (Programming) 
Mike Montgomery (Program- 
ming) 

Dan Mdlone (Graphics) 
Richard Joseph & Joy (Sound) 
INITIATED: Early 1991 
RELEASE; November 1992 



fient Amiga owners who have been 
laying siege to Renegade's offices 
with letters and phone calls since the 
game was announced last year. 

The Chaos Engine is, for want of 
a. better term, a 'thinking man's 
shoot -'em -up'- a game where tradi- 
tional eight-way blasting action is 
given a unique role-playing twist, 
and everything is brought together 
by a scenario that's probably best 



as Upstairs Downstairs 
mbo, Set in a surreal Victo- 
rian era heavily influenced by the 
work of Jules Verne and H, 6. Wells, 
it tells the story of an Kcentrit 
baron who com missions the build- 
ing of a gargantuan steam-powered 
computer ■ The Chaos Engine of the 
title. f ^ 

But once completed, the machine 
becomes more powerful 'than its 
inventors ever dreamed and eventu- 
ally goes haywire, performing a 
series of bizarre acts that includes 
the transformation of the town's 
locals into slavering monsters. When 
six burly characters from all walks of 
life meet one night in a nearby pub, 
they decide the only way to put a 
stop *fl the mechanical monstrosity 
is to blow it into oblivion, So, they 
arm themselves and set about V*" 
pulling the plug on the Chaov / 
Engine in the most forceful I | 
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WHERE THERE'S MUCK 
THERE'S BRASS 

The Chaos Engine is nothing if not inventive graphically- how 

many other games can you think of that haw* a retro-futuristic 

Victorian setting? "What we wanted to do was set the game in a 

landscape that was different to what most games were set in/' 

Eric reveals. "When you start a game you think 'Okay, where 

shall we set it? Shall we do a dungeons n' dragons Gauntlet 

type thing? What about a post-holocaust New York subway 

train type thing? Or what about on a far-off 

planet in a kind of underground network?' ,A 

No, no, no! It's all been done before, and 

what we really wanted was to have a really 

rich graphical environment that we could ^E^H-FH!Pi:V 

set this thing in. It's more interesting for B^^rS^S^Jf'" 

everybody if the game has elements with 

in it that are completely different." ^ 

To come up with such a surreal 
graphical style, designers Eric 
and Simon Knight and artist Dan - 
Malone were influenced heavi- A 
ly hy the works of Victorian sci-1 
price fiction authors H. G. Wells _ 
and Jules Verne - hence the 
profusion of heavy pistons 
and pipes throughout the lev- 
els and the swish feather inte- 
riors and brass fittings of the 
character and power- up screens. 
"It's like the inside of a 1920s 
oil liner" is how Eric describes 
the game's look - books on 
Victorian and Edwardian f urni- • 
ture and interiors were 
brought for research purpose's 
to help create an authentic peri- 
od feel. 

Turning the vision into pixel-based reality has been entirely 
Dan's responsibility. After creating the futuristic silver-clad visu- 
als for Speedball 2, going back in time a hundred years made a 
refreshing change- "The game's full of metal gantries and big 
brass pipes, cogs and wheels - 1 would like to have gone a bit 
further with the pipes, actually. The feel is supposed to be post- 
modern Victorian, so you have present-day technology but the 
fashions are still stuck in the 19th Century. Everything's been 
blown out of proportion, so all the weaponry is exaggerated in 
size. The general idea is that if there had been a nuclear 
Apocalypse in the Victorian era, this is what it would have 
looked lik*." 

Unfortunately Dan can't stay to stop and chat, as tomorrow 
he's off to Sweden for a tour of the local ale houses. "It's a 
stag," he says. "I'm going to be completely dead when I come 
back. God help us all." 



manner possible. "What we wanted 
to do was write a game that was in 
the style, to an extent, of something 
like Gauntlet or Crackdown,™ Eric 
explains. "That particular style of 
game has never been done particu- 
larly well, especially on home com- 
puters There rfrn h lot of ideas that 
have never been tried with a game of 
this type until now," 

The idea's simple - after picking a 
pair of characters from the six avail- 
able, the player(s) work through six- 
teen maze-like levels (four worlds 
with four levels each), starting in the 

grounds outside the baron's 
fortress and climaxing inside the 
bowels of the computer itself. 



"There are a lot of 

ideas that have 

never been tried 

with a game of this 

type until now.'* 

Eric Matthews 

The Chaos Engine 

designer 

On each level, the two heroes (there 
were originally supposed to be three 
players on-screen, but the third man 
was abandoned after early tests 
found him to be superfluous to the 
action and downright impractical) 




~%tfll-r, ^.fl£ 



will recall the talk of involved role- 
playing elements. Actually, it's not ; 
complex as you might think - the s 
called 'RPG' aspect is actually kind «* 
a throwback to the ideas that wert 
first used in Speed hall 2, where char- 
acters have individual skill, stamim 
speed and intelligence attributes. 
The Chaos Engine, each of the six 
heroes (they're a colourful bunch, 
comprising a brigand, a mercenary 
a gentleman, a navvy, a preacher and 
a thug) has differing abilities, ana 
each has his own unique weapon 
and special skills. Once two charac- 
ters are hired for cash at the outset 
their abilities can be increased 
between levels by spending mori 
cash on bumping up their respective 
attributes ■ it's a lot like Speed ball 2 
in this case. As the heroes increase 
in power and skill, so does the scope 
for their weaponry, with more 
power- ups and special weapons 
becoming available for use. 
An interesting aspect of The Chaos 
Engine's design - and perhaps a con- 
troversial one - is that you can't actu- 
ally play alone. Even in the one-play- 
er game, you have to select a second 




shoot their way through the waves 
of horribly-transformed townsfolk 
while trying to find three nodes (big 
electrical towers) that are hidden 
around the landscape. Once they've 
all been found and activated, the 
gateway to the next level Opens, and 
the players bundle through it. 

And that's it, simple as that. 
Well... not quite. "It's not entirely an 
all-action game," Eric Is keen to 
explain "There are puzzles, but 
they're action-based puzzles. It's not 
like in an adventure game where you 
pick up objects and move them 
about to make things happen. In this 
game, things happen simply if you 
shoot certain things or walk over cer- 
tain areas. That's how you discover 
things." 

Those who've followed the ongo- 
ing previews over the last year or so 




■MaW*«MMIi4«L 



WORK I 



PROGRESS 




Above, left and below left) At the 

»t»rt of the game, each of the six 
">*roes is presented in turn coin -op 

tyie ■ it's a nice excuse to show off 
Dan's handsome cameo pics. The 
three shown here are the Brigand 

green), the insane Preacher (red) 
*ndj with the smart centre parting 
and big gun, the Navvie. 



character which is then controlled 
automatically by the computer. 
According to Eric, getting the com- 
puter-controlled player (or CCP) to 
work properly has been anything but 
easy, but the result, he says, is worth 
it. "The CCP isn't just a drone that 
follows you around and fires when 
you do, He reacts independently to 
whatever'; going on around him in 
direct relation to how good that 
character is, We' re trying to recreate, 
to an extent, the feeling of someone 
else helping you, so even if you're 
playing on your own, it feels like 
more than a one -player game" 

Even for the self-confessed kings 
of intelligent meanies, though, it 
hasn't been an easy ride. "It's been 
an absolute nightmare, and there 
were a couple of times where we 
really thought it wasn't going to 
work. At the time everybody said 
'What a great idea, let's do it. It 
won't be difficult!' It's easy to make 
a character to work just like a drone 
that follows the player about, or to 
have him so intelligent that he 
whizzes around and does everything 
- but then what is there left for the 



player to do? it's getting a realistic; 
balance that's hard, and in the end it 
took a very long time to get it right." 
Above all, though, what the Chaos 
Engine team have tried to come up 
with here is an arcade game with 
more longevity than other examples 
of the genre - not easy when games 



of this type tend to have congenital- 
ly short game play lifespans. Hence 
the different characters, that allow 
players to experiment each time they 
play with different weapons and 
abilities, and the revels themselves, 
which have been packed full of 
secret rooms, entrances and pas- 



{ Below) After every two levels, characters gat a chance to spend their cash 
powering up their weapons, abilities and special powers. It's on screens like 
these that Dan Malone's stylish period graphic! are muit evident - this 
could be a view from inside Jules Verne's Nautilus, 
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SWit 
to steel 
gantries arid brick walls as the play- 
" near the maniac's mansion, The 
I two worlds, currently being 
d out, are even more mechanical 
menacing, 



through. 



ng a golden node causes a bolt of white-hot electricity 
it, and when all three haue been hit the portcullis gate 
lava) (pictured here) opens up, allowing our heroes 



(Above left) Just look at those luwerly gwaphks from Level One! 
What you unfortunately can't appreaciate are the very lovely music 
and sound effects provided by DJHJ (aka Richard Joseph) ■ there's 
some top samples speech a la Gauntlet to be heard, 
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All character sprites are drawn like this, with a separate pic for each frame 
of iti required actions in all eight directions, These frogs are from the first 
world, where th* players must pass through a bubbling swamp replete with 
all manner of greenland creatures. 



(Below) Dan Malone's sketch hooks are filled with 
little doodles like this, some which made it into the 
game, some which didn't. This early conceptual 
•ketch is of the Gentleman, who. after several revi- 
sions, now looks like the sepia-toned image in th* 

bottm right. Notice the almost absurdly -exaggerat- 
ed weaponry he's packing. 





saga ways that should give the play- 
er incentive to continue exploring a 
landscape in search of more good- 
ies even after the exit's been located 
and opened. "From our own experi- 
ence of playing and designing 
games, it's become clear that the 
simple idea of running around killing 
monsters arid nothing else is simply 
not enough," says Eric. "You have to 
have that extra element of discovery, 
that allows you to go back and 
experiment and find new things each 
time you play - that's what makes a 
good game." 

Commenting on why the game 
has taken SOOO long to finally 
appear, Eric's reaction is mixed, "We 
had a designer leave halfway 
through the project, and that kicked 
things backwards a bit. At that point, 
we sat down and re-assessed it and 
I think that what was there wasn't 
really going to fit into the idea of 
what we wanted the game to be. So 
we re- rationalised a lot of stuff, like 
taking out the third character, and it 
took a lot longer than we thought. 
We had to make sure it was abso- 
lutely right before we showed it to 
anyone." 

If you dare to suggest that two 



(Left) The Bros have worked hard to 
ensure that The Chaos Engine has no 
shortage of pick-ups. Coins equal 
cash to be spent in the shops later, 
keys open secret doors (it's finding 
and collecting these that make up a 
large portion of the game's puzzle 
element}, and the ying-yang symbols 
are restart points that the players 
return to, stats fully restored, when 

they snuff it, 



years seem«> a little too long in devel- 
opment for what is basically an 
arcade game, Eric gets a tad riled. "I 
don't understand why people say 
that. Okay, it took longer than it 
should have done. But people have 
this illusion that it's somehow easier 
and quicker to write an action game 
than it is to write, say, a big RPG. It 
really doesn't wash with me at all, 
It's difficult to write a really good 
playable action game. Forget about 
all the puzzles and RPG elements and 
all that crap - it's still really difficult 
to make it good. If you think about 
all the other people out there who 
are writing action games, we have to 
make sure that ours has something 
which is more than all the others 
And that takes a really long time. It's 
not good enough just to bung in a 
load of monsters, put a shop at the 
end of the level and think that's 
enough. It's not, And I really don't 
think there's any more value in writ- 
ing a big flight sim or an RPG than 
there is in writing a really good, 
playable arcade-orientated game. 
The tact is, to write really good 
games - I don't care what type « 
takes time." 

Enough said, don't you think? 
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FIREFORCE 
TWELVE 
HUGE 
THRILLING 

MISSIONS 



- Join the ELITE fighting force of the fearless 

- exciting missions across different TERRAIN 

- choose from a huge ARSENAL of weapons 

- MK 16's, AK47's 5 grenades, knives and more 

- you provide skill, stamina-and REFLEXES 



INTERNATIONAL • COMPUTER * ENTERTAINMENT 
BRIDGE HOUSE MHRRYWALKS STROUD GLOS GL5 IQA 
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ELITE 2 WORLD EXCLUSIVE! PART 3 




After four years in development, the sequel to Elite is 
at last nearing completion. For Author David Braben, 
hYs the end of a long, long road - and for publishers 
Konami r a potential mega- block buster. In the final part 
of The One's major Work In Progress special, Gary 
Whitta takes a last look at some of the more serious 
aspects of the creation of an Amiga landmark, and, 
looking back on almost half a decade of toil, Braben 
offers his own reflections... 



Over the last two month's 
we've seen and heard a lot 
about Elite 2 {or Frontier as 
I & now finally called - the 'High' bit 
-ad to be abandoned after it was 
: ^covered an old 8-bit game wh\ 
already using the name) the game - 
»ut one aspect of the space-based 
".enture epic that may well be 
o«*r looked is the one that author 
javid Braben has put the most 
rffort into. 

rf you're going to set a game in 

e, how do you go about doing 

Eaiyl Get a black backdrop, write 

i tittle program that sprinkles lots of 

,vhite dots about the place and 

i cay you go! Instant galactic envi- 

"wiment! Well, at least that's what 

fou do if you're not David Braben. If 



you are, what you do is spend sev- 
eral months painstakingly research- 
ing and recreating the Milky Way 
down to the most precise detail. 
Over-indulgent? Probably. Effective? 
Undoubtedly For Braben, whose 
Cambridge programming HQ is lit- 
tered with books on physics and 
astronomy left over from research- 
ing the project, the ends more than 
justify the means. But creating a 
realistic environment is one thing - 
creating one accurate enough to be 
of genuine educational use is anoth- 
er. In layman's terms... why bother 
when you can just cheat? 

"First, it's a hobby," David replies, 
"With a project of this size, you real- 
ly need some major interest to keep 
you going. I'm quite interested in 



the astronomical side, so really I just 
did it this way because I wanted the 
game to be like that. I wanted it to 
be realistic. I thought, if you're going 
to go to the trouble of modelling 
something this big, why not make it 
the real one?" 

"I think the fact that this galaxy is 
real helps fuel the imagination much 
more," he continues, "Things based 
on fact are always much more excit- 
ing, because they do have some rel- 
evance. It's not just random figures 
plucked out of the air. But also, I 
think it will help to get a lot of peo- 
ple interested in the game who 
might otherwise not be interested, 
I'm sure that because of it the game 
will get a lot of coverage outside of 
the computer game press. Speaking 



to the people at the University's 
astronomy department it seems that 
no-one has ever bothered before to 
simulate on a computer the pro- 
cesses of a galaxy in this way." 

"We know almost nothing about 
space, really. It's really quite depress- 
ing, I thought we knew a lot more 
than we actually do when i started 
this game. Most people are very 
introspective - they know almost 
nothing, for example, about where 
the Earth is in relation to the rest of 
the galaxy, or even what the differ- 
ence between the galaxy and the 
Universe is. I hope that this game 
will do something to change peo- 
ple's attitudes a bit. One of things I 
wanted to do when 1 started was to 
produce something that would be 
attractive to people just to play 
around with as a toy. It's good for 
someone who may not be interest- 
ed in a shoot- 'em -up space game, 
but might be interested in astrono- 
my." 

So come on then, how accurate is 
it really? "Well, everything inside 
about a twenty lightyear sphere is 
mapped out accurately from data 
books. But because current tele- 
scopes can't see faint stars more 
than about thirty lightyears away, 
the game generates those statis- 
tically. It's not entirely accurate 
■ there are some things that 
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(Above) David has recently implemented external views in Frontier, so play- 
ers can HOW pilot their ship from outside, and view what's going on around 
them from any angle. 

(Below) Frontier's core system map shows all the planetary systems within 
the player 1 * reach - the fed lines indicate each system i relative height, mak- 
ing it easier to judge distances. The purple lines show popular trade rtiulr-. 



would have been 
impractical to 

implement simply 
because nobody 
would have known 
the difference any- 
way. But the point 
really is to convey 
the flavour and 
give people an idea 
of scale. I think the 
important thing for 
this is for people to 
realise just how big 
Space is. People 
imagine being able 
to nip between 
planets, but in real- 
ity the distances 
ar^ enormous/' 
Irk fact, the only 
real liberty that 
seems to have been 
taken with astro- 
physical reality is 
that old Elite favourite, hyperspat- 
ing -and even then it's possible to 
hide behind any number of semi- 
theories that handily, have never 
been conclusively disproved- Even 



these natural signs to see if anybody 
has entered or left the system 
recently - it's atactic used by pirates 
to look for newly-arrived targets, 

David has changed things signifi- 
cantly, though, so that you don't 
need hyper space to simply travel 
between planets. Indeed, the tech- 
nique is only used here for travelling 



"The important thing is 
for people to realise just 

how big space is. It's 
depressing how little we 

know* I hope that this 
game will help to change 
people's attitudes a bit." 

- Frontier creator 
David Broken 



vast distances, with the player navi- 
gating and piloting the ship manu- 
ally for smaller journeys, "One of the 
things that we found with the orig- 
inal Elite was that with journeys that 
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(Below) Ridley Scott's Blade Runner provided some of the influent*: for 
Frontier's surface detail - this huge industrial complex, belching bursts of 
flame into the night, is taken directly from the movie's depressing 
city scape, and has much the same effect. 
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Dealing in illegal goods can be a 
riiky business now that David hit 

implemented the galactic police - 

they not only chase you for carrying 
stolen goods, but set up dummy 
emporiums to trap anybody plan- 
ning to deal in "illegals''. 

travelling at the speed of light, it 
would take a thousand lifetimes to 
get from one end of OUT galaxy than 
another - obviously with Frontier 
running in real time, that's more 
time than your average gamesp lay- 
er has got to spend. Isn't it conve- 
nient, then, that scientists have long 
been pontificating on the possible 
of existence of 'worm holes' that 
would allow objects to jump great 
stellar distances in the blink of an 
eye 

Of course it's all a load of theo- 
retical hot air that has very little 
basis in scientific fact but it comes 
in quite handy here, allowing Fron- 
tier pilots to visit systems that, under 
conventional power, they'd never 
even get to see- A nice touch is that 
ships travelling through hypers pace 
leave behind a glowing portal (it's 
supposed to be where the fabric of 
the space-time continuum has been 
torn, or something} at their entry 
and exit points. The portal contracts 
and eventually heals up after time, 
so other ships in the area can use 




Wooiti! The new external views 
allow for some breathtaking graphic 
sequences - like here, when the 
Cobra launches from the docking 
bay of a space station. Not* tht 
landing gejr, which retract-) after 
the ship is clear of the landing zone. 

are just a matter of routine you'd 
want to whizz through it but if it 
was more of a challenge, you'd want 
to do it yourself/' David explains 
"There's an autopilot Option in there 
for people who don't want to go to 
the trouble of piloting the ship 
between planets." 

It's very nearly time for David to 
put his feet up and enjoy himself. 
Within the next few weeks, the final 
version of Frontier will be delivered 
to Konami's offices and from then 
on it's effectively out of his hands 
Four years of solid graft at an end, 
and nothing but the spoils of his 
labour to look forward to. Aah, bliss 
"There are still a lot of little things to 
be done," he admits, "but the end 
is very much in sight now. I'm quite 
excited about the prospect of it 
finally being finished. I'm. pleased 
that, now I can see what the game is 
finally going to be like, it's how I 
originally intended it to be when I 
started. There are quite a few things 
that have had to be cut out, but 
those are mainly just ideas that I had 
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stable system with 29 major bodies 

rial capital an Rrhenar Ed. known as Lapitn! by the lotah. £( is still known as 
ersinn though it Ha; tercaFormed in BB9E Bb was tariaFor med in 2HGD to accomo 
. population Explosion which Followed Anyone without the quirky accent of Imper 
piizeus is shinned, especially iF they are ham a Federation world. 
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Clicking an an individual system gives a tactical view of how its composed, Not ewry planet is lik« Earth - in fact, hardly any of them are Depending on 
along witti some text giving information on its political history and physical the system there in, planet* have varying atmosphere* Which means differ- 
history. It's come a long way since GOVERNMENT- ANARCHY ent sky colours - this planet is a pleasant shade of purple, while others may 

glow bright orange in the noonday sun. 



along the way anyway. 

"What I eventually want to do is 
ideate little science-fiction adven- 
tures within it. So. for example, I 
-light set up an alien race on the far 
side of the galaxy and leave the play' 
ers clues on where they are, so they 
can try to discover them. Things like 
that would work well as add-on 
-nodules." 

Before all that though, David's 
going to be taking a well -carried rest 
is soon as Frontier is finished. "I'm 



going to have a complete break from 
programming for at least a month. 
Over the last year I've had no holiday 
at all, and at the moment I'm work- 
ing an SO'hour week." After that, it's 
back to work on a new game. "The 
nest major product I've got planned 
is a sort of magical fantasy. But 
that's not a solitary project, that's 
going to be done with about six 
other people. It's a whole new game 
environment with lots of animals 
and things.. But that's a long way 



off, and in between there are sever- 
al short-term projects that I'll be 
doing, like Virus on the Super NES." 
And so the development of what 
may well be one of the biggest 
Amiga games in years is nearly over 
and all that remains is for us to get 
hold of a finished version and see, 
once and for all, if it really is as good 
as we keep suggesting. One thing's 
for sure - we can hardly wait to try 
out the proof of this particular pud- 
ding... 




Davids hoping tD include all the 
original Elite ships in Frontier - at 
the moment these are the only 
ones available to buy. 




AIM ONLY FOR 




It's like charades, only you sketch words 
instead of acting them out. but with a computer 
you cqnt need paper and pencil! sketch tour 

p ictures on screen with am easy to use drawing 

PROGRAM. YOU'RE NOT AN ARTIST? DONT WORRV - 
MOST PEOPLE ARLN'f . THAT'S PART OF THE FUN .AS YOU 
RACE AGAINST THE CLOCK SO YOU'LL HAVE TO DRAW ON 
YOUR WITS AS WELL! 



HIT NAMES ■ HIT GAMES 

HIT SQUAD 

2 CASTLE STREET . C**TLIFIELD - MUVCHESTEK . M3 dL2 
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Head -to -head with the 

world's fastest production cars! 

The Duel: TEST Drive II pits niE FASTEST ever 

RRAHI AGAINST THE FASTEST EVER PORSCHE IN A 

RACE THAT HAS ONLY BEEN RUN IN THE MINDS OF 

ENGINEERS AND ENTHU5 IASTS... UNTIL NOW! 

YOU'RE BEH I ND THE WHEEL OF THE MOST 

TECHNOLOGICALLY ADVANCED SUPERCAR5 ON 

EARTH, ROCKETING DOWN ROADS THAT ARE AS 

EYE- CATCHING AND DANGEROUS AS THE 

CAftS THEMSELVES. 
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PROJECT: Legends Of Valour 

PUBLISHER: US Gold 

DEVELOPER: 

Kevin Bulmer 

(Design, Graphics) 

Ian Downend 

(Design, PC Programming) 

Graham Ltlley 

(Amiga Programming) 

Paul Woakes 

(Amiga Programming) 

INITIATED: May 1991 

RELEASE: December 1992 




Until you've proved yourself in one 
of the fighter's Guilds, you'd be it 
stick to chatting to Knights instead 
of trying to beat them up. 
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In darkest 
Wolverhampton, 
Kevin Bulmer and a 
team of crack coders 
are developing an 
incredible RPG for 
US Gold that promis- 
es to be one in the 
eye of Beholder 2. 
David Upchurch pre- 
pares to be well and 
truly impressed... 

US Gold certainly love their 
RPGs. The Brum- based com- 
pany has got a whole bundle 
of them lined up for launch over the 
next few months, including a little 
number by the name of Legends Of 
Valour But does the World really 
need another RPG? Well, having 
seen Legends. I'd say the answer is 
an enthusiastic and emphatic "Yes". 
And - surprise, surprise - the game's 
being developed right here in mcr- 
rie aide Englande, in sunny Wolver- 
hampton, to be more precise. And it 



was affable Kevin Bulmer, one of the 
game's designers, who took time 
out of hi* busy schedule to talk 
about how it's shaping up. 

Legends Of Valour takes place in 
Mitteldorf, a huge walled city on the 
tiny island of Wolf brood, which lies 
just off the coast of a massive con- 
tinent. Merchant ships travelling 
from coast to coast treat Mitteldorf 
as a handy stopping off point on 
their travels, thus bringing enor- 
mous wealth to the city, as well as 
providing lots of fodder for high 
adventure. 

According to Kevin, Mitteldorf is 
"a mile and half long from North to 
South and three-quarters of a mile 
from East to 
West. According 
to US Golds 
playtesters, the 
ground plan of 
the town is eight 
times the size of 
Eye of the 
Beholder 2 and 
they reckon that 
to visit every 
location on the 
ground level, 
doing nothing 
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else and playing the game all night 

and at the weekends, would take 

you over two weeks." 

The player is cast as a young man 

who has travelled from one of Wolf - 
brood's tiny 
villages to Mit- 
teldorf to find 
his fortune. 
Unfortunately, 
just after the 
player enters 
the dty gates, 
a vile plague 
breaks out and 
the city is quar- 
antined, If 
nothing else, 
it's a neat way 



"You can shape 
Legends Of Valour to 
be whatever you 
want it to be r 
depending on the way 
you like to play role- 
playing games." 

Kevin Bulmer 
Legends Of Valour designer 



of confining the player to the city 
limits. However, hardened dun- 
geoneers thinking that this means 
the game's just going to entail a lot 
of boring street wandering are 
much mistaken... 

"Oh God, there is so much stuff 
to find I" cries Kevin. "At last count 
there were twelve very large sepa- 
rate dungeons underneath the city 
and there's going to be more. We've 
got all the dungeon entrance points 
sorted out but as we're coming up 
with a particular quest we're think- 
ing 'Well, this quest needs to have a 
certain number of specific puzzle 
elements and pressure pads 
and pits and so on, therefore 
we've got to do this,' So as we 
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design the puzzles we're putting in 
the map, rather than draw a map 
and then fit the puzzles into it." 

The player's first task is to get a 
room at an inn (it's illegal to doss in 
the streets) and then to find same 
form of income. 
Although the 
player can sub- 
sist far a while 
doing small 

errands and 

tasks picked up 
via the inn's local 
noticeboard.. to 
make arty real 
progress it's 
essential that 

they join one of the city's many 
Guilds. Once a player has joined a 
Guild (by paying a small 'entrance 
fee' and completing a simple initia- 
tion quest) the Guild will, in return, 
provide a regular pay packet and an 
endless series of tests and chal- 
lenges. Providing the player does 
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well at these set tasks they'll be pro- 
moted up the Guild's hierarchy, thus 
earning more money and greater 
social standing (permitting access to 
areas of the city barred to mere 
peasants, such as the Castle). 



"We play Legends of 

Valour all the time 

because it's so much 

bloody fun!" 

Kevin Bulmer 
Legends CM Valour designer 



There are basi- 
cally four 'types' 
of Guild, one 
each for fight- 
ers, magicians, 
clerics and 

thieves. As Kevin 
explains, this is 
all part of the 
designers' aim 
to make Leg- 
ends as adaptable to the player's 
wishes as possible: "Say I want to 
play the game and kill monsters, 
then I'd join a fighter's Guild. But 
you might want to play the game 
and solve puzzles, so you'd join a 
magician's Guild and the tasks you'd 
be set would be more of a puzzly 






One of Legends Of Valour's most refreshing aspects is 
its humour - take a good Jook at these yummy morsels 
you can buy at the inn, for example. Although the game 
has its fair share of darker moments, there are welcome 
patches of light relief to jolly things along. "A lot of the 
jokes are real throwaway stuff," laughs Kevin. "Like 
while researching the game we discovered that an old 
Viking name is Elvis, So there's a chance that you might 
find out what happened to Elvis, because in Mitteldorf 
is Elvis of Gracelands, a b a Ha deer. He's like a down and 
out, wandering the streets." 

This humour was presumably an effort to get away 
from the slightly po-faced aftititude of most other RPGs, 
right? "Well partly," replies Kevin. "But mainly it's 
because we've been working on the game for the best 
part of two years and you need something to keep you 
going. So I keep sticking things in for Ian to find and he 
keeps sticking in things for me to find and every now 
and then he'll call me because he's found something 1 
put in four months ago. The game is littered with all 
these gags." 





nature. You can shape 
Legends to he whatev- 
er you want it to be, 
depending on the way 
you like to play role- 
playing games." 

The player has the 
choice of controlling 
the game with a mouse 
or the keyboard. To 
make the game as 'user 
friendly' as possible all 
the player's interaction with the 
gameworld is icon- and menu-driv- 
en. There are the usual icons 
allowing you to pick things 
up, read, eat, sleep and, of 
course, fight. .. "There are 
three ways you can use any 
weapon," states Kevin. "You 
can employ a 'crushing 
blow', you can jab with it or 
you can swing from right to 
left. 

"Now each weapon has 
an optimum way of being 
used and each monster has 
an optimum way of being 
attacked. So if you happen 
to be carrying the right 
weapon for the right 
weapon then you'll inflict 
the maximum damage. Like 
if you jab with your sword at 
a troll with its big wobbly 
belly then you'll be using 
your weapon at its best and 
attacking the troll in its weak spot." 

Although there's enough hacking 
n- slaying 
to keep 
even 
Hannibal 
L e c t e r 
happy, 
success- 
ful com- 
pletion 
of the 
various 
Guild 
tasks 
depends 
just as 
much on 
fancy 
word 
play as 

fancy sword play, especially on the 
later, more involved quests. The 
player can start a conversation with 
any person or creature they meet by 
first hailing them with a loutish 
""Oil" to grab their attention and 
bring them over. The chat then con- 
tinues via a simple but cleverly- 
devised menu-driven conversation 
system. 

"It works on a tree structure," 
reveals Kevin. "You start a conver- 
sation by saying 'What is?' or 'Where 
is?'. There's also an insult option if 
you fancy a fight and you can even 
try and pick somebody's pockets 



A sample of Kevin's design 
sketches for just a few of th_ 
feinrrely hideous (Features 
lurking in the depths below 
Mitteldorf, 
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while you're talking to them but 
that'll probably end up in a fight 
too. If you select 'What is?' then a 
menu appe^ lifting things like 
What is your name?'. What is your 
trade?', 'What is the time?' and so 
on, while selecting 'Where is?' cov- 



(Above Ant) left) The town of 
(Ylitteldorf is full of interesting peo- 
ple to meet and chat to, such as this, 
rather cuddly- looking little dwarf 
and this even cuddlier-looking lady. 



ers stuff like 'Where am I?", 'Where 
are you going?', 'Where is such-and- 
such a place?' and so on. when you 
first arrive in Mitteldorf you have a 
list of items and places you'd prob- 
ably know about from living on the 
island to start you off. However as 
you explore more names get added 
to the lists and they gradually 
expand." 

The most stunning aspect of Leg- 
ends of Valour is the player's three- 



dimensional first-person view of the 
city and its various buildings, dun- 
geons and dock?. Forget the 'jump- 
jump-jump' 90Murns-only screen 
update typical of Other RPGs like Eye 
of the Beholder 2 or Black Crypt, in 
Legends the player can walk forward 
smoothly, in just about any direction 
you tare to mention, as if they were 
actually there. Because there's no 
jarring 'flicking' effect, the feeling of 
'being there' is quite uncanny. With 
just a hint of a groan in his voice 
Kevin comments "US Gold are 
describing Legends with the catch- 
phrase 'A Virtual World'." 

Legends was first developed on 
the PC and on that machine uses a 
technique called texture mapping' 
to create its highly-detailed 3D 
views. To put it simply, texture map- 
ping is the process whereby you 
take a two-dimensional drawn 
graphic and 'paint' it onto a three- 
dimensional polygon shape. Thus if 
you had a picture of a brick wall, you 
could texture map this onto a flat 
polygon and the polygon would 
now look it was built out of bricks 

Although not an easy thing to do 
on any machine, matters are made 
slightly simpler on a PC because 
each screen pixel is represented by 
one byte of memory. However, on 
the Amiga each pixel is represented 
by a number of bits scattered over 
several bytes. So. whereaseon the 




The people wandering around the town 
are stored as 3 set of eight 50-pixel-high 
sprites. The monsters in the dungeons, 
on the other hand, are drawn at a much 
larger 1 00-pixels stale- The eight sprites 
each correspond to each of the eight 
possible rotations at which a character 
can be viewed. The sprites are all shrunk 
in rear time to correspond to their 'heights' depending on where they're positioned in the play- 
er's 3D view. If the player gets into a conversation or a fight then the character is shown in 
close-up. But rather than being a blocky blown -up sprite, it's a completely- redrawn detailed 
graphics so, as Kevin says, you can "really see the white's of their eyes!" 

The reason the wandering sprites haven't been drawn at a larger, more-detailed scale is sim- 
ple: lack of memory. "Basically cutting between the sprite and animated graphic means that 
we don't have to store all the walking and combat animation frames of the character at this large 
size. To fit the game into the memory we've got and to have as many different characters walk- 
ing about in all eight directions and doing all the other things they do is quite a squeeze." 




PC you can change a pixel in one go 
by writing to just one hyte, on the 
Amiga you have to write to several 
bytes, making sure that you don't 
alter any of the Other bits in the pro- 
cess, which takes a lot longer. And 
given that the Amiga is a slower 
machine than the PC anyway, the 
problems are obvious... 

"We did the Amiga first as a tex- 
ture-mapped polygon game like the 
PC but it was so slow because the 
maths is a nightmare, as you can 
imagine," reveals Kevin. "So what 
we're now doing is ray-tracing the 
player's view, which is a scheme Ian 
came up with for the PC but we 
never had the time to do But Gra- 
ham and Paul have taken the idea 
and actually implemented it and 
solved any problems there were. 

Now let's hang on a second. If 
anything, ray-tracing the 3D scenes 
(where - again to put it simply - you 
take each pixel of the screen and 
work out what it can see' of a given 
3D scene) is horribly complicated 
mathematically and.., 

"It is and it should be incredibly 
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(Above, tap to bottom) That 3D ray- 
tracing technique in action. Note the 
stone texturing on the castle walls 
and the worded Signs on the build- 
ings. The player can shrink or 
enlarge the graphic window to 
adjust the image update to whatev- 
er they wish, However, even with 
the Window at its largest size th« 
screen is still refreshed at a per- 
fectly acceptable eight frame* 
per second- 
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5 low," interrupts Kevin, laughing. 
"But it isn't. Now we know why it 
works but we're not telling anybody 
else! Theoretically the Amiga version 
should be like playing on an 8MHz 
286 PC but using this technique 
we've developed it's more like play- 
ing on a 16MHz 3&6- It's given us a 
huge increase in performance. In 
fact, we want to take it back over to 
the PC for the sequel when we get 
time. 

"On a bog- 
standard Amiga 
you get around 
eight frames per 
second {f.p.s.) 
update, 



To give you a comparison Dungeon 
Master gave you four f.p.s. On top 
of that you can shrink the display 
window down so that you can get it 
up to sixteen f,p.s. which is useful 
for getting across town quickly 
However, if you get into combat or 
conversation the window reverts to 
its largest size." 

Pressing Kevin to describe exact- 
ly how this new piece of program- 
ming wizardry does 
what it does so 
well and so quick- 
ly is fruitless, 
however: "I don't 
want to give too 
much away," he 
demurs. 



"Normally I'm the sort of person 
who'll say that all we programmers 
ought to explain to everybody how 
we're doing things so that another 
programmer can pick up on it and 
improve on it in the same way that 
special effects technicians work. But 
every time I've said this to pro- 
grammers in the past they've had 
this look of horror on their face and 
quickly covered up their code before 
I can see anything. So I've begun to 
get a little protective," 

With Legends nearly completed 
on the PC ("It's all done bar the 
shouting. There are a few quests to 
go in but all the coding is there," 
claims Kevin) and the Amiga version 
not far behind, surely Kevin and his 
team's collective mind is turning to 
matters - and games - a-new. That 
sexy 3D routine is too good to throw 
away after just one game, and a 
sequel to Legends is already on the 
cards which II see the player explore 
ing the world outside Mitteldorf. 



An excellent by product of the 
Amiga's ray traced 3D is that the 
player can always see through win 
daws and into or Out of buildings - 
on the PC the player has to get right 
up next to the window; to do this. 
"It's brilliant," Kevin enthuses, "You 
can look diagonally across a build- 
ing, through a window, into a room 
Dut of the window on the other side 
and into another street to another 
buildinD and into a window there." 



(Below) The smaller piece* of the 
scenery, like the streetlamps, are 
drawn a net staled as sprites in a sim- 
ilar manner to th# people and mon- 
sters. 




r neons -it no us 





(Below) Some of the 3D graphics in 
Legends of Valour are truly breath- 
taking. Take a look at the detail on 
this quaint medieval-style house, far 
example. 
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Yes, there's a brilliant 
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They're getting out the bunting and the party poppers up at the Psyq- 
nosis offices, With the superlative Beast 3 scooping up a 90% rating 
in The One last month and just about every other magazine in the 
known Universe going cock-a-hoop over it too, the Scouse scallywags have 
decided the time is ripe to hold a megs -compo open to all you luvverly 
readers, 

AND THE PRIZE IS...? 

As you know Psygnosis a re always thinking ahead to the future, and they've 
got a loads of absolutely amazing CD-ROM games in development, it's 
rather fitting, then, that the prize they're offering is a Multimedia Amiga 
CDTV Pack, no less, Not only do you get a CDTV, with built-in one megabyte 
of memory, CD-ROM drive and remote controller, you also get a 96-key 
QWERTY keyboard and a 3.5" floppy drive. In fact the only things you don't 
get that 1 S shown this moody picture are the monitor (but that doesn't mat- 
ter because you can hook the machine up to the telly) and that incredibly 
dull 'looking home finances program. 

That means you can still play all your favourite Amiga games as well 
as being able to tap into alJ that super- sexy CD-based software that's 



starting to come out. And you should see some of that stuff Psygnosis has 
got up its sleaves,.,. Phewie! It's so hot you wouldn't believe it! So, you see 
there's never been a better time to join the multimedia revolution, believe 

me, 

YOUR MISSION... SHOULD YOU DECIDE TO ACCEPT IT 

It's very simple, actually. What we want you to do is get out your crystal 
ball and predict what the next generation of Amfgas will be like. What kind 
of graphics, sound or memory capabilities will it have? Which types if 
peripherals will you be able to attach to it? What sort of games will you be 
able to play on it? Let your imagination run riot. One important point, 
though - your ideas must be amusing. Please, please, please, no technical 
specification sheets listing €8040 processors. Fat Agnus chips, 32-bit Wit- 
ters,... zzzzzzzz?! Send that sort of thing to CU Amiga! 

Scribble your ideas down on pa pee but no mo re than 500 words worth 
Feel free to include diagrams, sketches and/or cartoons if they'll help explain 
your thoughts. Then, fill in the coupon below and send everything to us. 
The entry considered to be the most entertaining and enjoyable by Dave 
the Editor will win the Amiga CDTV pack! 
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THE RULES 

This competition is not open 
to the employees of EMAP 
Images or Psygnosis, their rela- 
tives or their friends. The com- 
petition will close on the 21st 
October 1992 and the winners 
will notified shortly 
afterwards, The Editor's deci- 
sion is final and no correspon- 
dence will be entered into. No 
alternative prizes will be given 
and, while every care care is 
taken , EMAP Images cannot be 
held responsible for entries 
lost or damaged in the post. 



Fill this in, attach it to your entry and send it to: 

FIN KIN' ABOUT THE FUTURE Compo, THE ONE, Priory Court, 30-32 Farringdon Lane, 

London EC1R3AU, 



The closing date for entries is October 21st. 



Name: 



Address:- 
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MICRODISK 

Please make cheques /P.O. payable to Microdisk p.p UK add 
75p per item. Europe add £2.00. Elsewhere £3.50 



SPECIAL 

OFFER!! 

£1 OFF ALL 

GAMES 



All 



54-56 HIGH RD 

BUSHEY HEATH WATFORD, 

HERTS WD23JG 

TEL: DB1 420 4620 

FAX: 081 420 4133 

MOW 14 MYSFM DELIVERY 

items subject to availability E.&O.E 



GAMES 

40 SPQftTS DRIWG 17.491 

40 SPORTS BOXING ...MM 

A10 TANK KILLER ENH . 21,99 

ABANDONED PLACES.... 17 99 

AD0AMS FAMILY 17 49 

A32G AIRBUS 24.99 



ADVANTAGE TENNIS 17.49 

AFRIKAKDRPS 17.49 

AGONY 17,99 

AIRSUPPQRT 17 99 

AIR WARRIOR 24.99 

ALCATRAZ ....... 17 gg 

ANOTHER WO FtLD 17 99 

ARSENAL F.C , 17.99 

ASHES OF EMPIRE „..,. 17.99 

BABY JO 17.49 

BACK TO THE FUTURE III 17,49 

BARBARIAN II 17.49 

BATTLE ISLE , , 17.99 

BEASTS TBA 

BEAVERS. 17.99 

BIG. RUN , ..17.49 

BILLY THE KID ,17.49 

BIRDS OF PREY 23.99 

3llES BROTHERS 17.49 

BLUE MAX 18.99 

BONANZA BROTHERS 17.49 

BRIDES OF ORACULA 17.99 

BUG BOMBER 17.99 

CASTLES 20.99 

CENTURIAN 17.99 

CELTIC LEGENDS 21.99 

CHAOS ENGINE 20.99 

CHASE HO II 17.99 

CONQUEST OF THE LONGBOW 23.99 

COVERT ACTION 23.99 

CRAZY CARS 3 17.99 

CHIME WAVE 17.49 

CRUISE FOR A CORPSE 17.99 

CVBERCOMIII 17.99 

CIVILISATION 23.99 

DAS BOOT 20 99 

DEUTEROS , 17 99 

D -GENERATION ,..,„ 17 99 

DISCI RLES OF STEEL 17.99 

DIZZY EXCELLENT ADVENfFU RES 17.99 

DOJO DAN 17. 99 

DOUBLE DRAGON III 17.49 

DREADNOUGHS 23.99 

DUNE 22.99 

DYNABLASTEfl 22.99 

ELF 17.43 

ELVIRA JAWS OF CEHBERUS 23.9B 

EPIC 19.93 

EUROPEAN CHAMPION FOOTBALL 17.99 

EYE OF THE BEHOLDER 19.99 

EYE OF THE BEHOLDER 2 23.99 

F15STRIKE EAGLE II 23.99 

F117ASTEALTH FIGHTER 2T.99 

F1 9 STEALTH FIGHTER 1999 

FINAL FIGHT 17.99 

FIRE 4 ICE 17.99 

FIRST SAMURAI . 17.49 

FLIGHT OF THE INTRUDER , 17.99 

FLOOR. Z2.99 

FORMULA 1 GRAND PRIX 23.99 

FUZZBALL 17.49 

GAMES ESPANA 92 22.99 

GAU NTLET III 1 7.99 

GERM CRAZY 17.49 

GOBLINS 17.99 



GODfATHER ..17.99 

GODS 17.49 

GRAHAM GOOCH CRICKET 23.99 

GRAHAM TAYLOR'S SOCCER 

CHALLENGE 17.99 

GUY SPY 22 99 

H AGAR THE HORRIBLE 17.99 

HARLEQUIN 17.49 

HARD NOVA 17 99 

HARPOON 19 99 

HEIMDALL 1999 

HERO QUEST (I MEG) , 21.99 

HOOK 17.99 

HOSTILE BREED 17.99 

HUMANS 17.99 

I JONES FATE OF ATLANTIS 19.99 

IAN BOTHAM S CRICKET 17.49 

INTERNATIONAL SPORTS CHAMPION22.99 

ISKAR 22.49 

JAGUAR XJ22D .17.99 

J WHITE'S WHIRLWIND SNOOKER 19.99 

JIM POWER 19.99 

JOHN MADDEN S FOOTBALL 17.49 

KICK OFF II 13.99 

KID GLOVES II 17.49 

KINGS OUESTV 23.99 

KNIGHTMARE 17.99 

LASTNINJA3 17.49 

LEANDER 1799 

LEGEND 17.99 

LEISURE SUIT LARRY 5 23.99 

LEMMINGS 17.49 

LEMMINGS DATA DISK 13 99 

LEMMING S STAND ALONE 1 7.49 

LIFE & DEATH 17.49 

LINKS 24.99 

LIVERPOOL 17.99 

LORD OF THE Rl NGS 20 .99 

LOTUS TURBO CHALLENGE 2 17.49 

LURE OF THE TEMPTRESS 21 99 

MAO DOG WILLIAMS 21 99 

MAGIC POCKETS 17 99 

MAN.UTD EUROPE , 17.49 

MEGA TWINS 17.99 

MICROPRDSE GOLF 23.99 

MIDWINTER II 23.99 

MIG 29 SUPER FULCRUM 24.99 

MIGHT S MAGIC III 22.99 

MOONSTONE 20 99 

MONKEY ISLAND 17 99 

MONKEY ISLAND II 23.99 

MYTH 17.99 

NICK FALDO'S GOLF 22.99 

NIGEL MANSELL WORLD CHAMPION ..TBA 

NOVA 9 , 23,99 

OPERATION STEALTH .....17.49 

OUTRUN EUROPA 17./49 

PAPERBOY 2 , 17.99 

PEGASUS,. 17.49 

PGA PLUS ' 22.99 

PGA GOLF DATA DISK 1 2.99 

FITFIGHTER 17.49 

PLAN 9 FROM OUTER SPACE 22.99 

FtOTTINGS. ,.17.49 

POOLS OF DARKNESS 22.99 

POPULOUS" - 20.99 

POPULOUS/SIM CITY 20.99 

PREMIERE 22.99 

PLAYER MANAGEH 13.99! 

PUSHOVER 17.99 

RAILROAD TYCOON 24.99 



REALMS 20 99 

RtD BARON 23.99 

RED ZONE 17.99 

RISKY WOODS 17.99 

ROBOCDD 17.49 

ROBOCDPIII 17.99 

ROBIN HOOD 1 7.99 

RODUND 1749 

ROLLIN RONNY 17.49 

RUBICON.. 17.99 

RU6&Y WORLD CUP 17.49 

SENSIBLE SOCCER 17.99 

SHADQEW OF THE BEAST 2 17.99 

SILENT SERVICE II 23.99 

SIMANT 23.99 

SIMPSONS 17.49 

SHUTTLE 23.99 

SPACE ACE2 25.99 

SPACE 1 Ba9 19.99 

SPACE CRUSADE 17.99 

SPACE GUN 17.49 

SPACE QUEST IV 25.99 

SPECIAL FORCES 22.99 

STEEL EMPIRE 17 99 

STRIKER 17 99 

SUPER SPACE INVADERS 20,99 

SUPER TETfl IS 22 99 

SUSPICIOUS CARGO 17.49 

TEAM YANKEE T9 99 

TEAM YANKEE II , 23 99 

TENNIS CUP 2 17 99 

TERMINATOR II .„. 

THE C AH L LEWIS CHALLE NGE 1799 

THE COOL CROC TWINS 17.99 

THE MANAGER 22,49 

THE PERFECT GENERAL 2299 

THEIR FJNFESTHOUfl T9.99 

"HLNHERKAWKMMSM 21J9B 

TIP OFF ,.17.99 

TITUS THE f OX 17.99 

ULTIMA VI . 20.99 

UNDER PRESSURE 1 7.99 

UTOPIA 20.99 

VIDEO KID 17.99 

VIKINGS 17.99 

VROOM 17.99 

WILLY BEAMISH 21 ,99 

WIZZKID J 7.99 

W.W.F. WRESTLING 17.49 

ZOOL 17.99 



BUDGET 



AFTERBURNER 6.93 

ARKANOID2 6.99 

BARBARIAN B.39 

BATMAN THE MOvfiF ...6.99 

BUBBLE BOBBLE 6.99 

CARRIER COMMAND B.99 

CHASE HO 5.99 

CHUCKIEEGG2 B.9S 

CVWflEULl B.aa 

DOUBLE DRAGOH . . .7.99 

Fl6COMfijfiTPILOT . 9.99 

GHOSTBUSTERS 2 _ 6.99 

HITCH H IKEflS GUI Of B.99 

HUNT FOR RED OCTOBER 7.39 

JET SET WILLY -7 99 

K0.2 RETURN TO EUROPE 8.99 

PAPERBOY 6.99 

SWITCHBLADE - ...6.99 

WACKY RACES .6,99 



COMPILATIONS 



i WHEEL DRIVE 

TEAM SUZUKI, COMQI RACER, 

GT POLK RALLY, LOTUS 

TURBO CHALLENGE 

£17.99 



2 HOT 2 HANDLE 

GOLDEN AXE, 
TOTAL RECALL, SHADOW 

WAHMoa, suras off koad kacek 
£17.99 



POWER PACK 

XKXON 1. LOMBARD RALLY, 

TV SPORTS FOOTBALL, 

BLQQDWYCH 

£17.99 



HOLLYWOOD 
COLLECTION 

ROliOCOP, GI PDSTBUSTERS 
[[, INDIANA JONES, BATMAN 

£17,99 



MAGNUM 

AFTERBURNER. DOUBLE DRrtOON 

OPERATION WOLF, BATMAN 

CAPED CRUSADER 

£ 17.99 



DIZZY COlXECnON 

FAST FOOD. QUICK SNAX . 

MAOICLAND DIZZY, FANTASY 

WOULD. TREASURE ISLAND DIZZY 

£17.99 



ACCESSORIES 

1.-? MEG UPGRADE * CLOCK 2A99 

AMIGA A PLAYER. ADAPTQR 7.99 

40 LOCKttLE DISK BOX 699 

100LOCKABLF. DISK 60K ...999 

BOX 10 BULK DISK 6.99 

BOX 1QS0HY DIE* 9.99 

QUICKSHDT PYTHOtl 1 1099 

QUICKSHOT MAVERICK 11.99 

QUICKJOY JET FIGHTER 13.99 

QUICKJDYTOPSIAfi 20.99 

CGMPPR0 50M EXTRA CLEAR ....13.99 

NAVIGATOR 13 99 

ZIPSTICK - 13.99 



COMPUTER TITLES 

P/P 75p Per Item, 3 games or more 50p Per Item. 


PRICE 


















TOTAL AMOUNT ENCLOSED 





Name Date. 

Address..........— 



Postcode 



Tel 
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REVIEWS 



52 Putty 

56 Match Of The Day 

58 The Humans 

60 Archer Maclean's Pool 

63 The Aquatic Games 

68 Shuttle 

70 Lotus III 

72 Nova 9 

74 Fireforce 

76 Troddlers 

79 Zool 



(System 3) 

(Zeppelin) 

(Mirage) 

(Virgin Games) 

(Millennium) 

(Virgin Games) 

(Gremlin) 

(Sierra) 

(LCE.) 

(Storm) 

(Gremlin) 



THE SCORES 

Alt elements of our games are rated out of a possible 
maximum score off a hundred. But what do the scores actually 
mean? 

Rubbish. Offensively low quality. 
26-49 Below average. Not acceptable by today's 

standards. 
50-60 Above average. But still plenty of room for 

improvement. 
61-70 Fair to good. Lots of nice points, but in no 

way perfect. 
70-80 Pretty smart. Above accepted standards. 

81-90 Extremely good. Top notch impressiveness. 

90+ Simply excellent. Breathtaking. 

THE OVERALL SCORE 

Obviously, at the end of the day, when all is said and done, 
the Overall figure is the best gauge as to whether the game is 
any good or not. While representative of the elements, it is 
not an average of the other scores. That's why it isn't called 
THE AVERAGE. 



DAVID UP CHURCH 
It's not all work, work, 
work at The One's 
offices, you know, 
especially for our Dave, 
No sooner had he arrived 
back from two weeks in 
the south of Spain 
basting in the hot sun 
•J than he was away to see 
' his sister, who's just 
given birth to a little 
baby girl called Laurie. 
Aaaaahf The big blubbery blubber was so mowed by 
the experience that he's now talking about a doing 
pull-out babyeare supplement to replace Kill Zone... 
Only joking! 

Or is he? 

GARYWHITTA 
Being subjected to the 
sheer mind-boggling 
excellence that is Elite 2 
for three months In a 
row ha* finally taken its 
toll on poor ol' Gai. He's 
now completely white 
haired, his eyes are 
Ni bulging and fish- like and 
VI he's even developed a 
y< tan. Nobody knows how 
he did it. but he claims it 
happened when he flew a bit too close to a sun in 
the game- He's currently being confined to sick bay, 
pending a psychiatric examination. 

~ SIMON BYRON 
A fresh face on The 
One's team, Simon hails 
from sunny 

Bournemouth, jewel of 
> the south coast. And 
what a start to his career 
in the exciting and 
glamorous world of 
software ■ in his first 
month he's already been 
responsible for 
reviewing top stuff like 
Zool and The Aquatic Game*. We throw em in at 
the deep end here, you know. Having got to know 
Dave and Gai a little better, rumour is that he's 
already started to dig an escape tunnel. 



ROB CARTER 

Is it some sort of disease? Rob seemed like such a 
nice young man, but as soon as he parked his butt 
in the designer's chair the curse of Willis struck 
again. Rob at work is like that advert for Bacardi, 
where everyone sits around on the beach or in the 
bar, and Nicholas Bait's relaxing voice sends us all 
into a deep slumber... But remember, it's only If---' 
(By the way, there will be a piccy of Rob next 
month, girls-) / 
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David Upchurch loses his last vestiges of 
sanity as he discovers how System 3's 
super-stretchy plastic pal shapes up 



ban 

e 



While its drastically-trun- 
cated title. System 3 s 
latest release may 
longer be 'Silly' by name it 
most certainly is by 
nature. Along with 
Wizkid this has to 
be one of the most 
screwy games of 
recent years. And 
while it's not as 
seriously nuts as 
Sensible Soft- 1 
ware's Wizball 
sequel, it's certainly 
daft enough to help 
sustain England's repuv 
tation abroad as the home 
of the eccentric for a few more years 
yet. 

The plotty... er... plot goes some- 
thing I ike this: the nasty wizard Daz- 
zlcdaze, aided and abetted by his 
mangy cat Dweezil, has managed to 
seize control of Putty Moon, There's 
only one thing with the guts to 
oppose the wiz and that's the hero- 
ic Putty, a tiny creature capable of 
incredible shape-shifting feats 
thanks to its strange plasticine- 1 ike 
body, Dazzledaze, in fear of the 
brave little blob (Lord knows why), 
banishes him to the planet Zid. well 
out of his way. 
Or so he thinks- With the aid of 
some friendly robots Putty has 




built a giant tower 
back to the Moon. 
Unfortunately, 
these construction 
robots are solar 
powered, and 

while they'fe per- 
fectly Happy dur- 
ing the day at 
I night they have a 
I tendency to go 
I mad, trundling 
" about wildly and 
trying to commit 
suicide by jumping 
offthe towers girders 
platforms, Naturally, 
Putty feels duty bound to 
help save his metallic mates. But Daz- 
zledaze has caught wind of Putty's 
tower-building scheme and has dis- 
patched Dweezil and his nastiest 
minions to stop him ... 

What this all boils down to is 
some hectic platform action as Putty 
rushes around eighteen vertically- 
scrolling levels, trying to shepherd 
the robots to safety while avoiding 
the attentions of Dazzledaze's hench- 
men. But that one-line synopsis seri- 
ously undersells the game's appeal; 
with its bizarre and highly-flexible 
main character Putty is one of the 
most original - and amusing - game 
concepts to have appeared in a long 
time. As you are about to find out... 



Every blow from a baddy reduces Putty's 'Pliability' 
and it it reaches zero then Putty loses a life, However, 
food left behind by biffed baddies can be absorbed to 
top it back up again. Occasionally a baby is left behind 
instead of food and these should be sucked up as soon 
as possible because' of their massive points potent iai. 
Take too long over it. though, and the baby explodes 
(!), causing Dweezil to pake his scabby head out 
through the background and taunt you with * cry of 
"Juuuust missed it! Ha-ha-ha-ha*! 1 '. Don't worry - you 
get to sort him out later.,. 




Bonuses can be found all over the place, usually hidden 
away in the bizarre and gaudy backdrops. If you have 
th* time, it's worth poking a stretched out eye into any 
interesting nooks and crannies just in case there's 
something lurking there. The bonuses range from the 
boring (points, etc) to the useful (arrows which whiz 
instantly to the top or bottom of the screen, limited 
invincibility, etc) to th* plain silly. Here, for example. 
Putty has just picked Up the 'Uncle Ted's Organ' icon, 
resulting in the appearance of Ted at his Hammond who 
bashes out an infectiously catchy melody which has all 
the baddies dancing, allowing you ta carry on with 

your robot-rescuing task unnoticed. 
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TOWER TOUR 

Please form an orderly queue, 

ladies and gentleman. The grand 

glass elevator tour of Putty Tower 

will be commencing In a few 

moments... 







Strangely, Putty's adventures commence on Putty Moon 
rather than ending on there, ds you might suspect , and 
detail the escapades leading up to Putty's eviction to 
Zid. These simple levels are a dawdle compared to the 
nightmarish chaos later on, and act as a sort of 'train- 
ing camp' for plasticine blobs. 




Putty is nothing if not versatile As well as being able to 
shuffle left And right, he can jump, punch, stretch (for 
reaching distant platforms and ledges and also for spy- 
ing out possible bonus hideaways), explode (to clear 
the screen of nasties) and even drop coffee cups (to 
stop the robots far a few moments.) However, Putty's 
most versatile skill is being able to squash flat into a 
puddle, so that he can absorb bonuses and certain bad- 
dies. Best of all, Putty-as-a-puddle is invulnerable to 
enemy attack. If you think all this implies fiddly joystick 
manoeuvring then you'd be wrong - Putty boasts some 
of the best thought-out character control I've ever seen. 







On the early levels the elusive robots are conveniently 
frown in massive blocks of ice. A thump from Putty's 
fist smashes the block and releases the droit), ready for 
absorption. As the game progresses the robots are free 
to roam all over the shop, making the task of catching 
them far tougher. Fortunately Putty can drop cups of 

mping-hot coffee, which the caffeine-addicted robots 
will pause to drink if they come across them. 



In the glare of the dc>ert sun, 
Putty faces his first real chal- 
lenge. Hideous bogey-picking 
snot goblins, gob-spitting 
phlegm masters and other mis- 
creants simply too terrible to 
mention roam the sandy walk- 
ways, all aiming to make 
Putty's life a misery, Beware 
the rambling baked beans - if 
you absorb one by mistake 
then you'll be 'Gone With The 
Wind'... 



Exhibiting definite graphic influ- 
ences from the film 'Bladerun- 
ner', this world's nasties are 
enough to give even the biggest 
technophile nightmares. I won- 
der if Thomas Edison ever 
thought that his invention, the 
light bulb, would ever appear as 
a game nasty? Probably not- 
Run past the joystick carefully - 
if you touch it while the nearby 
TV screen is playing Space 
Invaders then the alien ships 
will leap off the screen and 
attack you. 

A rather obvious choice of 

graphics style, given System 3's 

Last Ninja series. If ever there 

was a place where size is not 

important then this is it, 

because the most dangerous 

nasties of all on these levels are 

the tiny little blokes carrying 

rockets which they'll happily 

fire at you. Of course, if you're 

quick you can absorb them and 

do the same back, Also keep an 

eye out for the Fat Samurai. 

As is often the case in platform 

games the cutest enemies are 

the deadliest, and Putty is no 

exception. Perils include out -of 

control steam trains (manned 

by gommy train-spotter types), 

lethal goosestepping tin 

soldiers and maniac Noddy 

look-alikes. Particularly nasty 

are the sweet little teddy bears 

- curl up in bed with one of 

them and you'd never see the 

dawn. 



Putty's nearing the end of his 
quest now (see the lights of the 
city far below) and Dweezit the 
cat's presence increases. In his 
nifty flying saucer Dweezil tire- 
lessly pursues Putty and fires 
deadly mini -saucers at him if he 
stops to catch his breath too 
long. The One's tip is "Keep 
moving ". But there is a secret 
way to defeat the cantankerous 
kitty - can you find it? 
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Mmmm, ground coffee 
taste without the grind. 
A robot itops panicking 
a moment to enjoy a 
yummy mug. 



lightbulbs can't be hilled by 
punching. Instead, Putty has 
to absorb and metamorphose 
into a Shotkerpilldr (below) 
And then electrocute them. 



Eleetroijtpper. Vary 
deadly. Avoid 



These Space Invaders 
will leap out of the 
screen and attack 
Putty if he even so 
much as brushes 
against that nearby 
joystick, 



So just 

what does 

a level of 

Putty 

action 
entail? Well, 
here's your 
chance to 
find out, 
with a fully- 
documented 
breakdown 
of one of 
Technofear's 
little 
playgrounds. 
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Atom the Duck is a speed 
freak and loves racing along 
the platforms. Putty in the 
way ot net, A well-aimed 
i will see him off. 



Blobs are also indestructible,,, 
unless you absorb and change 
into one of those cute rabbits 
las here). Rabbits art- the 

Blobs' favourite food but if 
they leap on a Putty- rabbit our 
hero will swell up inside them 
until they explode! Huziah! 



Mr Magic turns valuable 
robots into rabbits - not a 
good thing at all 



Look out for the 5pac> 
Guns, as they spray deadly 
bullets all over the place. 
Use Putty's exploding abifl- 



Although the game 

constantly keeps the 

player an his toes by 

introducing new and 

varied challenges, the 

main thrust of the 
gameplay remains the 
same whatever level 
you're on, i.e. get the 
robots to the safety of 
the exit. Putty does 
this by simply absorb- 
ing his b ionic buddies 
and carrying them 
around inside his bul- 
bous body. However, 
Putty can only 'hold" 
one robot at a time 
and, to make matters 
worse, if Putty suffers 
four 'hits' from the 
baddies the robot 
inside him is 
destroyed. Certain 
power- ups increase 
Putty's robot-carrying 
capacity to four. 



If things ere getting • 
little too crowded 
Putty can clear the air 
(and the screen) by 
exploding, A few wag- 
gles of the joystick 
pumps Putty up until 
pop goes the prover- 
bial weasel, blasting 
any nearby baddies to 
kingdom come. The 
downside of this pro 
cess is that it uses up a 
large chunk of Putty's 
energy {or 'Pliability', 
as System 1 tail it}- 






RECEPTian 



west Home, 
where you've got to get 
" of* robot* to. While 
u're here, why not enjoy 
at touely hamburger 
ack for extra Pliability 



ouneing facon's can be 
absorbed.,, *s long ■> 
you've uncoVHf d the 'False 
Teeth' bonus hidden some- 
where in the background. 
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REVIEW 




Although enemy attach* wearing 
away Putty'* Pliability can cause 
death, in the early levels it* the 
strict time limit which it more likely 
to cause the player's downfall. 
Cleverly the time limit is increased 
every time a robot is deposited safe- 
ly at the exit paint, making for lots 

of nail biting excitement as you 

struggle to get a robot homo jUSt in 
the nit k of time. 







Although most of Dazzledaze's min- 
ions are best dealt with by a quick 
sock to the jaw or clonk on the head 
from Putty's blubbery bot, some are 
better off being absorbed. You see, 
Putty ha 4 the bizarre ability to meta- 
morphose into any of the nasties 
he's sucked up, And not only does 
he take on the meany's appearance, 
he also gains its skills or power*. 
Here, for example. Putty has 
absorbed a clockwork orange and is 
engaged in a deadly pip-Spitting 
contest with a mirror- image foe. 
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With so many software companies 
taking a by-the- numbers approach 
to game design, playing it safe and 
shying away from radical or innova- 
tive features in case it harms the 
game's chances of eventual release 
onto the bland console market. 
System 3 deserve praise for a game 
that tries - and succeeds - In doing 
things a little differently. Sure, its 
roots are firmly in the platform 
genre but the unique capabilities of 
the game's hero elevate it far above 
the average 'run and jump' offering. 
That System 3's programmers have 
been able to pack so much versatili- 
ty into Putty yet still make him rela- 
tively easy to control is a miracle. 
Admittedly it does take time to time 
to learn and get to grips with 
Putty's various contortions but as 
they're what make the game fun 
and worth wh He to play it's time 
well spent. Occasionally, especially 
when you're starting out, you can 
find yourself mistakenly doing one 
thing when you intended to do 
something totally different but 
that's an inevitable by-product of 
such a versatile hero and such occur- 
rences are, to be fair, rare. As the 
player progresses through the levels 
so the demands on the player's skill 
increase but It's a gradual process; 
the difficulty Is slowly cranked up 
one notch at a time and new 
features are gently introduced so 

player frustration, even though this can be a very tough 
game later on, is rare. Graphically Putty is a delight, 
though if J have a grumble it's that the busy, gaudily- 
coloured backdrops make Putty hard to pick out at times. 
Sound, on the other hand, I've got no complaints about 
indeed, I'd go so far as to say that Putty's got some of 
the best sound I've ever heard. From the brilliant title- 
screen music to the hilarious in-game sampled sound 
effects it's flawlessly superb. As long as you're not 
scared of putting In a bit of effort at the start then Putty 
should be right up your alley. What I want to know is 
when will Uncle Ted get his own game. 
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(MATCH 
OF THE 
DAY 



Errrrr... Quite 
remarkable. Appar- 
ently Zeppelin 
have written a 
footy management 
game around its 
Match of the Day 
licence. David 
Upchurch, what 
happened next? 



Day 



It's a funny old genre. The footy 
management one, that is. Let's 
face it, you'd think the only really 
exciting thing about football is the 
bit where twenty-two blokes kick 
around a leather ball for an hour and 
a half on Saturday afternoon, not the 
bit where some lone suit sits In a 
backroom juggling figures and hiring 
n' firing during the rest of the week, 
But not so. 

These games are amazingly popu- 
lar. And, when you actually sit down 
and play one, it's actually easy to see 
why. There's something very appeal- 
ing about having absolute power 
over a whole club. And seeing it 
slowly move up through the divi- 
sions thanks to your decisions is as 
rewarding as defeating some tough 
end-of-level guardian any day of the 
week. 

Gut it's a crowded market. Recent 
additions to the genre include US 
Cold's The Manager and Do mark's 
Championship Manager, Employing 
an easy-to-use, point-n'-clkk, icon- 
driven player interface, Match of the 
Day is slightly friendlier than most 
footy management games, but 
other than that does it really 
offer anything new? 





At last it's Match Day, and you can 
settle down with a cup of tea to 
watch Des and Jimmy as they pre- 
sent the match highlights ('which 
always, strangely, seem to be from 
the match you've participated in) 
This if all quite amusing, especially 

the Thunderblrds-like way that the 

presenters' bottom lips move to 
indicate they're speaking. 

In an average day you can visit the 
physio and the trainer (shown here) 
to check out and shake up the 
team's fitness and performance, 
making deals to buy new players, 
meet with the club's fans to find out 
the popularity of the players in the 
team and get reports from the scout 
to find Out who's available on the 
transfer market. 
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To help you spend your time 
between matches wisely you're pro- 
vided with this handy personal 
Organiser. Each day is divided up 
into five appointment 'slots' which 
tiin h« filled by dragging iconi from 
the panel on the right of the screen 
into the empty squares. Clicking on 
the arrow at the side of the orgams 
•r advances you through the 
appointments one at a time. The 
double arrows are ustd to flick 
through the organiser quickly, 
allowing you to preview forthcom- 
ing appointments or review past 
decisions at leisure. 



The match highlights are a bit dull. It has to 
be said. The action's stow, the pitch 'flick' 
scrolls instead of smoothly panning to fol- 
low the action and the So-jnd effects consist 
solely of a few feeble thumping noises when 
the ball's kicked and a brief swelling crowd 
roar when a goal is scared. Fortunately trie 
highlights can be turned off when you gtt 
bored of them. 



TH^/ERDICT 

ot bad, Brian. The intro sequence fc 
much like trie TV show's, with a mon- 
tage of footy images (floodlights com- 
ing on, punters filing through the 
urnstiles, players running out of the 
tunnel, etc) and a cheesy Xhas and 

I Dave '-is h knees-up rendition of the 
famous theme tune warbling away in 
the background setting the mood 
nicely. (By the way, best enjoy the 
music while you can as, a few unim- 
pressive sound effects during the 
match highlights apart, this Is the only 
sound you'll hear throughout the 
game.) The player interface is 
inspired, allowing quick and easy deci 
sions making. One annoying aspect, 
though, is the way that when you 
move your pointer over a possible 

menu selection the selection isn't highlighted - it's not a 
big probfem but it niggles, in terms of graphics Match falls 
to impress - the cartoonish portraits of your various 
personnel are poor verging on the crude and the game 
highlights are slow and unexciting, surely the *?xact oppo- 
site of what they should be. The downside of this gaudy 
presentation and simple player interface is that Match 
seems as though it lacks real depth and, as It happens, this 
gut feeling is borne out during the game - Match doesn't 
have half the options of, say, US Gold's The Manager. 
Match of the Day would make a good choice If you're new 
o the world of footy management games and looking for 
n gentle introduction, otherwise it's likely to leave you 
dissatisfied. 
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Aged 13-20? This la for you 

Opening your first bank account should be 
exciting - and rewarding, That's why- 
Nat West designed Card Plus. 

How's £50 of vouchers for start ers't 
To kick off with, if you're aged 13-20 and 
you open a Card Flu.- account between 
1 July and 15 October 1992, we'll give you 
a Tree HMV voucher worth £8* to spend 
on any record, CD, cassette, video or 
goods you choose - plus a £22" voucher 
book For money off 

We'll pay you! 
Not only is a Card Plus account free of all 
bank charyest (these include cheques and 
cash withdrawals), it al*o pays you interest 
on every penny you deposit.. Evtn direct 
debits and Standing orders ate free, and 



KNOW MM 







J&> 



very bandy If you need to pay tegular 
subscriptions. 

What about the plastic? 
You'll want to be sure you can get cash 24 
hours a day so we'll give you a Cashcard 

which lets you get your money our of a 
vast network of cash machines - any time, 
Those of you aged 16 or owtr can apply 
for a chequebook and Servicecard, which 
will make it easier to pay for those major 
purchases. 

Free Account Pack 

We'll also give you a statement folder. 
chequebook cover and card wallet to help 
you keep ihings in order, 

Sound Financial Advice 

If you need help with any financial matter 
you'll Find friendly, helpful staff to give y >u 
advice at every NatWest branch. 
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Overdrafts arc not permitted on Card Pius i 
you must make sure that you keep some 
money in your account at all dines. 
How to open a Card Plus account 

The sooner you open your Card Plus 

account, the sooner it can start working for 
you. (And, of course, the minute you receive 
your account pack, you'll get your FREE 
HMV vouchers!) Simply tilt in the coupon 
and take it, together with some form of 
identification (such as a passport or birth 
cerdflcatc) to your nearest branch of 
NaiWest, « call us FREE on OflOO 200 400 for 
more information and an application form. 
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Phone FREE NOW 

0800 200 400*-—^ 



Ifytm would like to open a NatWesi Can! Plus account, lake this coupon to your nearest rJ»|We*l branch. 
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Accounts must he opened by 15th October 1992. 



tip National Westminster Bank 

We're here to make life easier 
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THE HUMANS 




Simon Byron, the 
Charles Darwin of 
Came Reviewers, 
journeys back in 
time to find out first 
hand just how we 
came to be 



Evolution is a strange thing, isn't 
it? All those years ago, the 
seeds of our 20th Century soci- 
ety were formed by a bunch of 
Neanderthal blokes mulling around 
trying to invent things and better 
themselves spiritually. If only some- 
one would produce a game based 
around that very scenario... 

Now wait a minute, this is a turn- 
up for the books! Mirage's long- 




awaited The Humans offers you - 
yes, you! - the chance to take charge 
of those primitive beings and evolve 
them into the species we know and 
love. 

Starting on Level One (which is as 
good a place to start as any, I sup- 
pose) the player is offered control 
over a group of moronic hairy 
layabouts and the task of guiding 
them through various puzzle-ish sit- 
uations to the level exit. Although, 
at first, the Humans can only walk, 
collect and "support' (which involves 
standing erect with arms upraised, 
allowing other beings to climb onto 
their shoulders and access higher 
platforms), as the player progresses 
through the eighty levels important 
new artifacts are introduced which 
all help the Humans in their slow but 
steady climb up the evolutionary 
ladder. 

The majority of the game 
revolves around how best to 
use these various inventions to 
help the Humans get 
around the land- 
scapes, which boils 
down to a lot of 
Human reposition- 
ing and item pass- 
ing to overcome the 
lads' physical short- 
comings The landscape 
is not all passive, though, 
with meaty-looking 

dinosaurs and cute 
pterodactyls making 
their presence felt. 
Whilst the Tyran- 
nosaurus Rex should 
be avoided, the scaly 
birds will quite happi- 
ly let you jump on and off 
their backs whenever you feel 
like it, making seemingly inac- 
cessible platforms easy to 
reach. 




The old saying 'Don't play with fin' certainly hold* true Kara. The buih It 
obstructing progress so obviously it deserves a quick torching session. That 
black object to the left of the fire-carrying human is one of our man who 
got just a little too dose for comfort and is now left with a promising 
career In the coal industry. 
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Above, top to bottom) The four 
major inventions are Spear Fire, the 
Wheel and Rape. Each can be used to 
The Humans' advantages. Spears can 
he used to pole vault across gaps 
and also at a mcmstef-frightemng 
weapon. Fire is used to burn ob- 
structing bushes and to frighten off 
Threatening foes, the Hope is just the 
ticket for ascending/descending onto 
other platforms and the Wheel 
allows our stupid chums to 'wheely' 
across large expanses. 




These are excellent! It's worth hang- 
ing around on the High-Score screen 
just to wait until the band get into 
fifth gear. All the musicians play In 
time to the music but best of all Is 
the vocalist who actually sings along 
(sort of) in a scat style. Poptahulousl 

(Below) These dinosaurs patrol vari- 
ous platforms throughout the game. 
If you leave a Human hanging 
around for too long he'll be snapped 

up like a hamburger, never to be 
seen again. 



I THE VERDICT 




(Above) I'd like ygM tp meet a very 
good friend of mine, Mr Shamen 
who, even though he has loads of 
LSI, cannot carry any objects. He can 
however perform some amazing 
Spells so just decide which member 
of your tribe to sacrifice and let the 
Witchdoctor do his stuff, transform- 
ing the unfortunate Human into any 
of the previously-discovered Inven- 
tions. 



(Right) This is an example of one of 
the many animations that pop up 
during the game. We've Just rescued 
the Queen and so are justly reward- 
ed with this scene depicting a bit of 

pretty brilliant snagging. It's worth 
knowing that this sequence will 
cycle through until you press the 
FIRE button, so you can watch it as 
many times as you like,.. Phwoar! 



The Humans smacks of class and 
humour. From the groovy animations 
illustrating key points in the game to 
the hilarious caveman band that 
appears on the high- score table, 
you'll be smiling broadly during play- 
The overall presentation is good, 
although the end -of -game 
sequence becomes a chore to sit 
through after the first few goes. 
The introductory levels are nicely 
J crafted and once they've done 
|l their job of training up the player 
they can be skipped thanks to 
the customary password system. 
Control over the Humans is sim- 
plicity itself and in no time at all 
the player will be swapping 
between cavemen and perform- 
ing all the feats necessary to 
solve the problems with no trou- 
ble, As a puzzle game it stands 
up quite well and although com- 
parisons have already been made 
between this and Lemmings the 
two games have hardly anything 
In common at all. The Humans is far 

less frantic than either that or the more- recent Troddlers. 
The game's only major flaw is that once all the inventions 
have been discovered the game never really seems to 'go' 
anywhere. Whilst fresh objectives are added in later levels 
(such as rescuing the Queen and saving prisoners), It all 
tends to feel like just more of the same. Of course, this can 
be said about any game but, at the end of the day, just how 
much object shuffling and people moving can the average 
punter take? \ really don't want to carp on as overall The 
Humans is well-crafted and highly enjoyable, but it's 
definitely a thinking man's puzzler and anyons expecting 
nail-biting action is going to be disappointed 
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Cue Scott Joplin Pool-playing type piano music! Yes r the follow-up 
to Jimmy White's Whirlwind Snooker is here! But do less balls and 
less rules equal more entertainment? Gary UVhitta finds out... 
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When, most programmers 
do a sequel to a popular 
game, they normally tend 
to attempt something bigger and 
more elaborate - but not our 
Archer, oh, no. The creator of the 
amazingly successful Jimmy 
White's Whirlwind Snooker has, in 
a sense, taken a step backwards 
for the follow-up by using his 
same winning 3D techniques to 
simulate Snooker's baby brother 
Pool. It's a more simplistic game 
with larger pockets, a smaller 
table, less balls, less rules and. on 
the whole, a lot less faffing about - 
which should, so the theory goes, 
be a hit with those who found 
JWWS to be too drawn-out and 
daunting. And of course, there's 
the ever-lucrative American market 
to consider... 

As was the case in the original 
game, there's really not that much 
to explain here - if you know what 
Pool is, you don't need to be told 
■ great deal else to get an idea 
of what this is like, apart from 



the mechanics of the thing, Offering 
three variants on the popular back- 
room game. Pool uses exactly the 
same graphics engine and user inter- 
face as JWWS - hence you're forgiv- 



en for any sense of 'deja vu' you 
may experience from looking at the 
screenshots. But of course it's the 
subtle changes that make the dif- 
ference... 



The numbered balls in the American 
9-ball game look pretty, but the 
numbers themselves are a bit odd. 
They stay the same size no matter 

how far out you 200m, So you can 
always identify which is which from 
any range ■ fair enough. But it is a 
bit of a shame that the numbers 
don't move when the balls do - 
apparently it would have been far 
too tricky to actually make the num- 
bers rotate accurately, but the 
result does give father a disconcert- 
ing impression of the halls sliding 
across the table rather than rolling. 
Harumph. 
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Players can elect to play by two sets 
of American rules (fl-ball and 9-ball) 
or the more familiar 8 -ball UK game. 
Both H-ball games use the red and 
yellows that most Pool players are 
familiar with, while the 9-ball game 
has individually coloured, numbered 
baits, The options allow you to con- 
figure matches played over the bait 
3, 5, 7 or 9 games, or set up a tour- 
nament with up to S human or com- 
puter controlled players. 




There are twenty computer 
opponents to contend with, each 
with a name giving some vague clue 
to their playing ability ■ but then it 
doesn't take a genius to figure out 
that Cross-Eyed Chris is rubbish and 
Jimmy Brill is a bit of a dab hand 
with the cue. In a tournament where 
less than eight humans take part, 
the remaining slots are filled by 
players from here. 



Unlike Snooker, Pool has no actual 
concept of score beyond who wins 
and who loses. So, to appease those 
statistic-hungry players, there's a 
'Rankometer' display, which awards 
each player a percentage score 
based on their performance, as well 
as data on number of fouls, balls 
potted, etc. A handy way of settling 
arguments ov*r who was the best 
really. 
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the computer intelligence has been souped up a touch to deal with the dif- 
ferent tactics that a game like Pool requires - if* not Quite smart enough to 
leave balls obstructing pockets, but it can pull pff nifty three-ball tannans. 
It was quite marrying when even Crass-Eyed Chris, supposedly (he game's 
worst player, cleared the table on his first visit! 




JWWS's Trick Shot editor hat been transported directly into Pool, so players 
can practice to their heart's content, as well as letting up clever shots to 
impress their mate*. 



The first thing 
Snooker play- 
*ki realise 
when playing 
Pool is that 
the table 
seems about 
the size of a 
matchbox 
compared to 
the green- 
baize waste- 
land that was 
IWWS s play 

area, For players who find Snooker simply too bard (myself included), this r 
combined with the larger pockets, makes life a lot less frustrating, ai pot 
ting balls is so much easier. With a good player, an average frame could be 
over in just a couple of minutes. Put a couple of dorks like Editor Dave and 
Designer Rob on there however, and you could be hanging around all night 
while the balls ricochet wildly around the cushions,.. 
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en Jimmy White's Whirlwind 
Snooker was released, the magazines 
united to give its behind a big wet 
kiss - and rightly so. But since those 
heady days, I have to admit I really 
haven't been that bothered to play it 
much. Sure, it's a superb simulation 
of Snooker but it never got me that 
hot under the collar, and playing 
even a single frame of iWWS soon 
got to seem too much like hard 
work. Pool Is a big step in the right 
direction, basing the same excellent 
graphic engine and player interface 
around a green-baize game that is so 
much more suited to computer adap- 
tation. Pool is simpler, more compact 
and, on Amiga, infinitely more acces- 
sible and enjoyable than Snooker's 
convoluted rules ever allowed it to 
be. Like all the best sport 
simulations, the only limitations that 
Pool has are the same as the real 
game's - after a while It can get 
repetitive, and this is really the one 
aspect where the more involving 
JWWS scores points Over its simpler 
sequel. The three sets of rules add 
nicely to the game's longevity, 
though, and as long as you've got a 

pal to play against there's 
^ little chance of the 
^ game's appeal waning for 
^ quite a while. Ultimately, 

though, it's a matter of 

horses for courses. Those 

who really got Into Jimmy White's may find Pool 

too limited for their tastes but, on the other 
hand. If you found Snooker just a little too daunting to real- 
ly get into. Pool is undoubtedly the game for you. if forced 
to make a choice, my own personal preference would be 
Pool, if only because it's a lot more fun than Snooker, peri- 
od. And I get the feeling that over the next couple of 
months, the game's inevitable chart success will prove that a 
lot of people feel the same way. 
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Fofflhiil* i Gr*'i^ Prti('(Mie*epnitij'!!i!]!]!,24 

l-orl Apache 21 

Fun School* fU5orS-7 or 7-11] 17 

G-Loc 17 

"iames. Espana 92 2 1 

22 

1 

iods 17 

Gotten Aje 9 

Gr.inrna SOurwti 30fX*r 
Graham Taylors Soccer .. 

Grana Pn< iMicroprosa) Hi 

Guy Spy .:.... „. 21.! 

HatarThe HOflU* {New} , ... .21.! 

Hand at St James {New] 21.! 

Harlequin 17.! 

Harpoon Version t.21 24.S 

KlSsfe?* 4 ; :: :f{ 

Heimdall 24.! 

Di*c... ,,21,! 






90 
99 




a^msta 



Hollywood Poker 
Hook 



in« . 



\mi<;.\ <; amis 



Hot BuWier 17.99 

Humans, (New) .21.50 

Ian Bolhams Crickei £1,50 

impefiurn (NtHT Frio*} 9.99 

inffn-ina Jonta Last CiUHOa T.9B 

Indy Heat 17.99 

International cfaTipionsJup Alhlelks . . , , 7,99 

InlorriEitiCiniLl KaraW » 7.99 

MlHrriisnonal Sports UiiillnwMNrnM] .....£(.S0 

Isriar Leoend of Tf-e Fcrlresi IHswl 2 ' .50 

Italia ?M0. 9,99 

Haly 1990 KbM , .,., 7.99 

JUK^ NKikl;,..'! rf<> I {Mew Price) ... 7.99 

Jack r*cklflnis Unlinined Courses ( 1 meo) 

' rrii.so 

Jack Ncklaus Unlinnled Clip Art '0.99 

Jack MicWaus vol2 (K 4 or S , tfl.99 

JHOlV XJW "-Si 

Jame*Pono 7.99 

Jimmy While's Wtiirlwmd Snooker 2I.S0 

JohnBamas' Soccer 17.99 

John Madden'^ Amercen Football 17.99 

Jones In The Fast Lane .... (New) .... £4.99 

Kaiser .{Hewj t7.gg 

Kic* Or ? 11 Mag] [Special bfterj 9.99 

Kick Off 2 Ciemis Si Europe 7.99 

Kit* <at 2 Wmninn Tactics 7.99 

KicnOf 2 RelumTa Europe 7.99 

Kir> Otf 2 The Final WnisB* ,. . «.99 

KidGlov** , 7.99 

Kind words, 3 -S4.99 

Kings Quasi 5 27.99 

Kniohhnare....^,.,. ?1 50 

ite^r^;:-::::::::::::-:::: 24 :^ 



K. 
Laander 

Legend 

LalHl Suil Larry 5 

Lemmings. 

Lemmings, Dala Oisc 

Life AraTDealh 

Hard Disc 



.17.99 
21 50 
.24.99 
. 17.99 
.13.99 
.17.99 
..J4.99 

. 'R.A:cflaii ( ;:::::: ( ..:.' , ' ) .:::::::l7:9B 

Lards of Ctios . . . (Special Offer) 9.99 



9 99 

17 99 

..21 .50 

..21 .50 

■ 'J'J 

..17.99 

.9 99 



LaL s Espiril 

Latjs Espiril Turbo GhallBnge 2 

Lureor ine TempirBss 

H.1, T«*Pwow ,„_„ 

Mage Land any 

Magic Pockels 

Man Untied 

Man Umled Europe, 1 7 99 

TT* Manager „TT , 21 .50 

MarecMlnV it New Price) 7.99 

Malcri of file Day maw 1 7.99 

'ortress. . . .„ (New) , . „„21 .50 

Lo Mania i fiw Samurai 21 so 

McTiprosa G^ZZZ7.7^Z7...7.Z.Z.^.j3fiM 

Midnight Pesistance , 799 

Msnfciy Ward 7 il u Q ..;;ks R«v*<igel ...25.99 

Moonshine Racers (New Price) 7.9B 

Maonwalker 7.99 

MdHi Rayer Soocar Manager 17 99 

Hire „...;,...' (New Price) 7.bb 

New Zealand Story 7.99 

N g-Preed (Arcaaeh I New Price) ,,.7 99 

Ho Greater Glory ..(Hew) . ... .,24 99 

r+onh and soutfi , , 7.99 

Nova 9 , ,..«*■) 74.99 

Oh No Msrsi LrjmmlnM(3nyTdW0ne] 1 7.99 

Emv Shirttj iridoe 74 .96 

P.G A Tour Golf .." 17.99 

P.G A. courses Data. Disc , 10.99 

P.G.A. GoH t- Courses Disc „21 50 

Pao1ic Islands 71 .5D 

Pano (HBwPrioa) 7.B9 

Panza Kick Boxing New Price 9.99 

Paperboy 7.. 7 99 

Paperboy 2 (WW Price) 9 99 

Parasol Slarj , .] 1 7.66 

PlnbS Dreams 17.9S 

Plan 9 Outer Space .J. ^ ..(Mew) 2499 

Player Manarj3~7; JHo^cM Offer 9 99 

Poii«qu«tV.-. 77.. 24 99 

Pool of Darkness 22.99 

Populous .9 99 

Populous ■ Sim City , „,.,..21 5D 

Popupu*. EtflOf i****) 1(l&e 

Populous New Worlds 5.96 

Populous 2.; 1.2 or 1 megl 21 50 

Po*armonoe' „ , 21 50 

Pewjrittoiln*' Dais DlK _, 1QBB 

Pro Tennis Tour ^(New Price) 7 .96 

Pro Tennis TourS 1799 

Project X ,17 99 

Pushover ,.,, 0*tw) ,,.1799 

Pu^nit (Haw Price) 7 99 

Rallread tycoon , 24 99 

Mrtbow Island! 796 

Rick Dangerous 2 ..]Specla lOtler'i 2 96 

Rise Of The Draoor, 24.99 

Risky Woods.. TL. 17 99 

Eo&oeod ... , 17 96 

Hobocop 3 17 96 

RadlindE 1 7 99 

Rugby Coach (New Price) 9 99 

- Ua tBt dr Mo-fcay Island .'..'(1 Meal '.. '. '. !l 7 65 
it Of Morttay Island 2 (1 MegT(»ew)20 -j'j 

bis Spocer.'. .. (Hew) , . .1799 

rWWf^jtor+JtVWOOrJ 7.99 

imour Saues Tha Ranel . ..IHew) 7 96 

hool Em Jp Construction Kit 9 99 

ilerri Servirje 2 mm 24 99 

llty Putty (Haw) 1 7 96 

im City .' Poputoua 21 50 

im City Architecture 1 .,.,,..11 99 
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Bim City A/chhacture 2 . 11 



. j Gods I m 
|K^lytt«gc 

sly Spy 

^arPinball 

rand Sweep . 

j» Cmttdt ME21-' 

Ka In Transyrvania (Newl 

I Draoon 



INew Price; 

(Mewl 

I New Price) 



..y I 
..■■: 
,7J 
7! 
..7.1 
.17.1 
,71 

.7! 



Sleel Empire , 21 



Jilflv* Davis Snooker 

blrihe' Manager |New Price! 

Slrider.... ,, , 

Slunt Car Racer ■ 

UEjr Stf Road' ftacer '■". '.'.'.'.'.'. '.'.'.'.'.'. '.'.'.'.'.'.".' '.' '.'. '.Si 

£\per-T«ns (H*w) 21 J 

Team Suzuki """£■] 

Tarrninalor 2 „. m ,«.■.„,..., 1 7i 

Test Drive 2 (Special Oner) &3 

Wt w ...7ZZ. ia.| 

tililr FifUM Hpyr S1.i 

Their finest Mission 10.( 

Thunder Hank 21 .1 

Tin ,.„... ....(MtW>. 1J.| 

Trlus Tlie Fan .„.. 1"? 

Top WresWng (UewV 17.S 

To&i Recall (Hew Price, 7 i 

Tfacksuit Ma/iagar 7 E 



:rjnii»i"KB}: 

Tretje ct^piioni'.:'.: '.'"j/Km Prieef .:.:::::. .3:1 

Ti w.ai PwuiT!. 1 3.i 



bjei:.: 



t'l.ll P. .■-.Nil 

Tuitss Outrur' ... 

Turrcan 1 or 2.. 

TV e^Mti FOOtS INiiI 

Ufih 

Ultimas 

UHmataGoK 

Utopia 2 

Utopi* New Worlds 1Q 

Vanus Flytrap 

yikings 

Vroom 

Vroom Dala Disk . . 

WWrwmghna 

Warners oi Haley ne 

Wayne Gre'iky 2 

Wing Commander (New) 24 

Wings 01 1urj' 

Winning TaCtCi . r 

Winier Super Sports 1 %& ■■■ New} 17 

Wlikid (NewJ 17 

World Cnampionsnip. Boxing Manager 7 

WorrJ Crass LBaderboard 7 

World Class Rugby .(Haw Price} 3 

WorUCftckei...^:. 7 

World ftugtoy (Hew) ? 

Z-0\i\..ZZ.. ,, 7 



(New] 
:(Nbw,: 



3.5" Double Sided, 

l)i iliIiIc I Viiul: With 
Labels; - 



I 1.5-J 

1# S-SO 

2? ..-.12.50 



4* P]«* 34 Piw Rrre........ U „.„6,!W 

HH Piece 3d Disc Bus 7.W 

J 20 Pie™ 3. 5 Disc Bus ,...„...„.„„„ »,» 

MOUSE MAT ..„.„!.» 

ST & Mi EXTKNSION LliAIlS ,.„.5.W 
AM1CJA ],'2 Mli( J EXPANSION 
WITH OR WrTHOtlTt:UH:K..„„l«.W 



ADDICTED TO FUN 

Buhhlc Ijobhlc, Rainbow Islnrrcls. & 

New Zealand Slory. 

SKVW 



ADDICTED TO SPORTS 

Hn> 'lonnis Tour, Hun 'The Gaunlel, & 

World cup Italia 1<JW 

mm 



AIR AND SEA SUPREMACY 

Silent Servite, Gunship, WLnjj's, 

Carrier Command & P47 

Thunderbolt 

£21.5(1 



BOARD GENIUS 

Scrabble Deluxe, Deluxe Monopoly, 

Risk & Cluedo Masier r*ei*r;ti»re 

£21.50 



DIZZY COLLECTION 

FaM FrxkL, TCwikSnax, Magicland 

Dizzy, I'anlaHy World Dizzy 

& Treasuro Island Dizzv. 

U7.W 



DIZZY'S FXCE1J.ENT 
APVF.NT11RE 

Spellbtmnd I >i//.;,, Butihlc Olltf, Dizzy PlilKC 

of die Vo* Folk, Pbiih.- Oiaxf &. Kwik Sjuh 
£17.W 



FOOTBALL CRAZY 

Kick OiT 2, World Cup. PM Whistle 
& Player Msinajjer 

£1J.99 



GRANDSTAND 

World Class Ijcadc-rboard. Pro Tennis 

Tour. Gazzi's Super Slitter ft 

CiimLncmal Circus 

SrxjialOffer £12.99 



ME<;A SPflRTS 

Swhimerfiimes I i 2. Winter Gsjncs, 

Oiritcs Summer Edition &. California Giunes 

£17.W 



SOCCER COMPILATION 

Kick Off2 World Cup. Gti/M 2. Micrnpnosc 

Soccer iErtilyn Hugjucs. Ini. Soccer 

C17.W 



ORDER FORM AND INFORMATION 

Ail orders sent FIRST CLASS *wbj«i to avsitsfciliiy. Just fill in lite coupon and send it lo 

SOFTWARE CITY.P.O. Box US wtor ¥e d MrBp ton. WV I ITP 

ORDER FORM 



I ftibUllllt4+HIIII4-H-»^> "«»i 
rrieinrrrr«iiJ++l-Hllll -HeH-l- 



NAMEt 

ADDRESS 

POSTCODE . „TEL NO 1. „..„...„ 

Computer Value 



Name of {iame 



PwUfjt 



KHil. 



rt)iTATJt IWTti: HctK add Sfif for pOK A |HWk"ng 1?" "ll ardira imkT Li. 
EEC COUBrnes iMi I per item-Ncm liBC oaimlrici *drl 14 PSr Itrin 
PAVIUfl BY CHEQUE - Ch^iKs payable BSplnaPI Ctiy, 
Credit Cnnl Type F,spii}' 0*11 

Card No _ - 

Signniwe _...EURWfcAN ORDERS. MASTER CARDS. 



DUE II HI K AKI'1 M I I I'll I) 



T1HJ I0/92 
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Top of page and Three to Right I 
"he 1 00m Splash is exactly the type 
:' event you'd expect to find in a 
I'orts game - a tast-n' -furious joy* 
(tick waggler. It's a race between F- 
'ortesque Frag and our favourite 
" shy friend James Pond across a 100 
-^etre-wide lot course) body of 
water. If James manages to jump the 
Dird floating across the water he cm 
9* given a lift for part of the race 
without the player having to waggle 
the stick at all. Mice. 




The fish world's premier sporting attraction are just 

about to begin. We sent the strangely salmony-smelling 

Simon Byron down to sea what all the fuss is about 



Right, before we start, I'd like to 
make it perfectly clear that I 
will not descend to the depths 
of others and pad this review out 
with cheap and nasty fish-type gags, 
Ail jokes from now on are contained 
in the actual game and I accept no 
responsibility for any corniness con- 
tained hereafter. You have been 
warned. 

The Aquatic Games are held every 
four years and provide a perfect 
opportunity for top FISH operatives 
to put their fins up, relax and chill 
out. The Aquatics are a type of 
Olympics for sea-life in which the 
best athletes compete against each 
other in a series of 'sports' with 
the hope of winning one of the 
traditional three medals. Most of 




these events are loosely based on an 
actual 'human' event, although 
more obscure 'sports' vuch as Kip- 
per Watching and Shell Shooting 
must be completed as well. 

In the single-player mode, a qual- 
ifying standard is set which must be 
achieved to allow continuation in 
The Games. Team-mode (in which 
up to four players can participate) 




is played slightl^differently, with 
each player taking it in turn to take 
a stab at each event. The players are 
in direct competition with each 
other and no matter how hopeless 
some people may be, they will still 
be allowed to play every event right 
through until the final scoreboard is 
displayed. 

Each event also contains a num- 
ber of bonuses which can be col- 
lected to earn extra points. If you 
gain enough bonus points you can 
participate in one of two bonus 
events which will, upon successful 
completion, entitle you to a 'bonus 
shield'. The highest score possible is 
eight gold medals and six bonus 
shields so let's take a look at how 
this can be achieved. 
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(Above) Aaaah, the Bouncy Castle. I actually broke my front tooth whilst 
trying to impress my little lifters with my fantastic backward somersaults 
on a bouncy castle (and that's true) SO it was with some reluctance that I 
attempted this event, James is back for this one and he needs to prove hi* 
gymnastic ability by performing a fret of six combination moves, six time* 
each. Start by gaining enough height then, once at a suitable altitude, Pond 
can commence his routine All moves must be completed by the time James 
returns to the bouncy -sponge on the floor otherwise he'll fall flat on hit 
face and have to build up his height all aver again before he cari tarry on. 
This is one of the harder events but none-the-less still very enjoyable, 



o 



(Above) In this 'sport' the player If 
given control Over Ceeeelia the Seal 
whose friends are trying to have a 
bit of a kip by the sea. The trouble 
is, you see, a bunch of pesky 
tourists kee-p throwing beach ball* 
at the snoozing creatures. Ceeeelia 
has to jump at the on-coming balls 
in an effort to steer them away 

from the dozy mammals. If any seal 
is hit once then he'll wake up for a 
short while then, if hit again whilst 
awake, he'll leave. If two seals 
leave, the siesta will be over and the 
event will finish, This proves to be 
an enjoyable event which can 
become quite manic when a mistake 
is made. Plenty of bonus objects are 
available here as well as a nasty 
alarm clack which will, if left 

untouched, wake all the seals 

up. 




- - - T « -/•■- 



StMI •%•!*•• 



eeaflPv MUX 



(Left) Now this event it really, really hard! The 
objective is to burst all of the balloons hanging 
from the ceiling, The only way that this can be 
done is by jumping on the edge of the limpet's 
shell, thus flicking it up Into the air. The spi- 
ralling creature then needs to be caught and 
tossed skywards towards one of the suspended 
balloons. Unfortunately the precision needed to 
flip the limpets, (if you land directly on top of 
them they simply get squashed and die) can 
make this event quite frustrating to play. James 
can also be Stunned by any limpets that touch 
him from the side and an numerous occasions h* 
is 'frozen out' for a couple of seconds, only to 
find that by the time he is able to move again, 
another limpet has already touched him and SO 
subsequently he's stunned again. Aaargh! 




REVIEW 
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(Above) Freddie Starrfish (ouch!) needs to feed his fishy friend* with their 
favourite sweet*. Unfortunately, a bunch of fisherman are angling and the 
stupid fish will remain, mouths open,, until they receive something to chew 
on. rope attached or not. Freddie has to fill up his bag with sweets from 
the vending machines at the side of the screen and drop the confectionery 
into the waiting orifices before the anglers catch the fish. If two fish are 
caught the event is over. This sport 'feels' quite similar to the Kipper 
Watching and proves to be very exciting to play, consisting of constant 

rushing around, and real forethought is called for to even qualify, let alone 
obtain a gold medal- Definitely one of the best events. 
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F-forteicue is back and running in 
the Aquatic Games equivalent of the 
Hurdles and ■ hey! ■ guess how you 
do it? That's right, you waggle like 
kerrazy to gain speed anil tap the 

IRE button to send our froggy 
friend leaping over the hurdles. 
Being a more traditional event. Leap 
Frog feels quite dated and linear 
although is still quite fun to play, in 
a limited sort of way 
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(Above) The hop, Skip and Jump event is based around our very own Triple 

Jump. Waggle away until the jump line is reach and with a quick press on 

the FIRE button, F-fortescue will hop forth. Continue waggling whilst the 
frog takes out his rope and performs the skipping (7) until the jump a hole 
appears and the final sky-bound trajectory of the amphibian can be set. 
Hopefully the penguin judge will confirm whether the final distance is 
enough to qualify for the next event. 
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(Left and Below) Mark is a uni- 
cycNng circus-shark from 
Finland, An obvious choice for 
the Tour de Grass - a 
unicy cling race across hilly ter- 
rain populated by crabs - then. 
The difference between this 
and the other speed events is 
that instead ai waggling the 
joystick, Mark is propelled by 
rotating the joystick in a clock' 
wise manner, which proves to 
be far less tiring 
than the more tra- 
ditional control 
method. This sec- 
tion is not just all 
about rotating your 
stick, though, as 
the crabs stun on 
contact and thus 
need to be leapt 
over 
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Blimey! If you hang around for too long at the start of the 
Hop, Skip and Jump, the penguin official gives you a 'kick- 
start'. The Aquatic Games are blessed with thes* little touch 

, throughout all the events, and it is this very fact that 
helps, elevate the overall presentation of the product. 











GRAIIICS 




in the 100m Daih James must keep 
on moving not only to win the race. 
but alio because there is a real dan- 
ger of sinking if his momentum 
drops. The slowing down affect that 
an frit ire ocean has could well be 
enough to Ipse the race. 





A number of game-styles are offered 
from the game selection screen. 
With three practice options - James 
Pondj'i workout (easy), Tuffer 
Training (Normal) and Pirahana 
Practice (hard) - there is plenty of 
opportunity to improve your skills 
before entering the 'main event', The 
Aquatic Games. Double Trouble, 
Triple Trouts and Fintastic Foursome 
refer to The Aquatic Games with 
either two, three of four players. 



The Aquatic Games continues trie 
tradition of the previous two Pond 
games. The graph k style here is, 
quite simply; excellent and the all 
the cartoon- is h characters are com- 
pletely lovable. (Especially the fluffy 
seals in the Kipper Watching section 
with their wriggling noses and wag- 
gling tails, Ooh, I could take them to 
bed-] I'm impressed with the way 
that Millennium have managed to 
hang stuff around the James Pond 
character and, although the in-game 
puns and Jokes are groaningly terri- 
ble, I think that this tackiness is quite 
appealing in the same way that some 
old B' movies are. Although these 
type of games are well out of date 
{let's be honest, joystick wagglers 
went out with the Ark), Millennium 
has tried to inject some life into the 
old game design and has, to some 
extent, succeeded. The weakest 
events are the 100m Splash and the 
Leap Frog but that may be because 
they are overshadowed by the 

Feeding Time and 

the Kipper Watching 

parts. The beauty of 

these two sections is 

that the gam -play is 

so simple and the 

control just perfect. 

There has been 

some debate here at The One over this 

game. Opinions vary - some say that the 

game Is too simple, others that it holds 

together nicely in a well-balanced, fun 
package. Fortunately I belong to the latter camp and 
although some of the events are no more complex than the 
Waggl-O-Mania game we gave away a few months back, I 
think that The Aquatic Games has enough humour anci nice 
touches to warrant a purchase by alt but the most sophisti- 
cated gamers. 
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WIN ! WIN ! WIN! 



AMIGA 600 0839 40 40 85 

+ GOLDSTAR MONITOR 



SUPER NINTENDO 0839 

40 40 83 



ENTERTAINMENT SYSTEM 



The SEGA Collection 

win Game Carts & Accessories 0839 40 40 79 



MEGA DRIVE 0839 404081 



GAME GEAR + TV TUNER 0839 40 40 82 



ALIENS CALL 0839 40 40 74 



Win ALIEN videos ALIEN books ALIEN model 
ALIEN 3D T- Shirts. ...and see ALIEN 3 



IMS Ltd PO Box 2S Northampton NN1 5DS 



Calls cost 36p (Cheap rate) and 48p {all other times} per min 
inc. VAT Be sure that you ta permission to make this eait. 




FOUR GREAT GAMES 

and afi this Maths revision... 

Times Tables 

Addition 

Subtraction 

Multiplication 

Division 

Fractions 

Decimals 

Using calculators 

Shape & Space 

Money problems 

Measurements 

Number patterns 
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MATHS 

ADVENTURE 



NflBonlC-nfeiJuffiUalliS ft* Apse - H 



gas 
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SUPER FREE GlFTi 

CASIO SO*- A Ft] 
CALCULATOR} 



AMIGA MATHS ADVENTURE 

fOr Sg6S 0-14 Price £25.99 inc. VAT 

Wow available from your deafer or direct from Kosmos. 



Write or telephone for our new FREE 16-page colour brochure of 
Educational and Leisure software (Please state computer type) 



Kosmos Software Ltd, FREEPOST (no stamp needed) 

DUNSTABLE, Beds. LU5 6BR 

Telephone 0525 873942 or 8754 OP 
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CHEAP 
PRICES!' 



« SPORTS DRfYHd 


I N 


« SPORTS BCKN3 


17 H 


«fl£tn*Lrc 


li.SU 


AWFlBwmMRE 


■ 


DAM ■ .'." ■ 


IAS! 


AfiANuClNMiLi H.*C£!i 


lam 


MR BUB 




i.H :>..K 




'::i|l 


' ■■ 


AlHWAriHinH 


' ■ 




1 1! 


MEN 5TOHM . 


174! 


WUil .. . 


Ifi!» 


ASSAULT Oh NJUTMI 


17 ■!' 


H7FL™GPQF)TF)ES$|1M| 


?1 3f 


SACK TO THE TUTUnL ill 


1, -I* 


-111 


17 4! 


• 


' 


•jiitCHil'l 


if.nf 


HUES BROTHERS 


. 16BS 


_■,.. tf/.S 


i» Ar 


fjCtWHJAMHJ'l' 


ii . :m 


( ' 


1S.H 


iALlfhffl 






14 K 


. • 


17.M 




i6 K 


jotjsaikjmiim. 


71 rpj 


»WH TACTION 


2J.M 


• 


if, an 


: ' . 


73 B 




1? !K 


wrrmiFcnmi . 


17 i« 


»0Pl£S Of STEEI 




ttNERATON 


1 1 


CU0 isan 


16 9S 


MUBlE OlAUUft III 


■ 


H4.IWI 


• 


JUNUbCFJMASIhR 


• 


mMBLASTER. 


22.* 


l«S* AMffij . ... 


SMI 


iPIC 


HLU 


• 5PANA GAMES 9!' 
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REE mem bet s hip a va i I a bie^ 
for a limited lime. Hurry and 
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Tlie Shuttle fan he 
launched from two sites: 
The Kennedy Space Centre 
in Florida (shown above) or 
the Vandenburg Air Force 
Base in California. Strictly 
speaking there are only 
four landing 'official' 
Strips, although there are 
emergency sites All over 
the world, including Spain 
and Africa, should you be 
Utterly hopeless and have 
to dunk down somewhere 
■.h.irpiih. 



fter a brain-bogg 
time in developmert 
3D stalwarts, Jt Vcktor Qr, 
have f in.illy unleashed their bigi 
bicjcjy to d.in' shuttle. This h_ 
be, if nothing ehe, «ne of the r 
detailed and complex simulati 
.ill tiriic from initial 'piggy-backed 
test flights to complex near- space 
•.tenarios, the game's missions span 
(he life of NASA's white-tiled marvel. 
Ft*,* tyring accurate representations 
of i'vi-iy panel, switch, button and 
joystick, it promises to be the closest 
most of us will ever be to actually 
commanding the world's first 
reusable spacecraft. 

After adjusting the gam* parame- 
ters and deciding which options suits 
you best (there's plenty of them), it's 
off to the first mission in hand. 
n. imply the aforementioned un pow- 
ered landing from the back of a 747. 
Onte successfully completed, new 
missions arc added erne by one. 
growing in complexity Ulitil you are 
proficient enough to undertake the 
'Secret Mission', <i task which 
involves carrying (jut all the 
tions necessary for the deplo 
of a Military Spy Satellite high ab 
the clouds. 

The g<»mEf contains a mixturi 

attractive sialic •.creens and moi 

polygons to simulate all aspect! 

the Shuttle, with tht> now obligatory 

external vifws pu1 1 intj in .in appear 

ance as well, ami m no time at all 

you'll be expvi u-ih hhj zero gravity in 

the com foil nf your own home, only 

without having to eat dehydrated 

ihii'i' i ourse meals and go to the 

let in .1 vacuum cleaner. 

with its brain-boggling att> 

tn detail and 'advanced ellip 

X graphics',. Shuttle is definit 

A worthy of a closer look Is 

I reaJly out of this world? 
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S*5B inawSon l<*« ptoc;* <at a frectioo of <* Mtorid befort Uwrwh 
after fh* tu^ti I ft* rtor-tiha of tn* noil enain**. 

Afcout 2 ■mites nftfr launch, -t S*fdTaHon ■ofars fw-e to % cpdrat* 
th* SrtBf fro™ th* ET. 



The SUB* *snf»*W* t* r«* after j*p«sstion to iwaHy £J0,0O0 f**t 
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d*# lov+d Th* Sftfls 6M r*C*V*red fra»th* OaeOT flpprcxmHitrty 

12 £ naulictri n**S fr OH th« I auTiih Jl1#, 



Details of various locations on and around the shuttle are 
presented like this. The screen can then be flicked through 
like th# pages of a book and the contents digested at leisure, 
The depth of the program becomes apparent here, with a 
wealth Of information and interesting diagrams available, 
enhancing the game's rigorously 'authentic' feel. 



At the start of the game all the set-up options can be altered. 
There are various factual information screens too, alt a mere 
swish of the mouse away. Vou can even decide how the 
'Game Time' relates to 'Real Time', so if you wont you tan 
actually wait over five hours f<" the Shuttle to be rolled out 
onto the launchpad. Hmmm, that'll be fun. 
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Due to the technical knowledge 
required to fly the Shuttle, us bloody 
great guys here at The One thought 
we'd he kind and give you a taster of 
what's to come in your first mission, 
should you decide to accept it. 



This is where you 
start, then, strapped 
to the buck of a 
Jumbo, only a few 
hundred feet .ibovi' 
the test-landing site, 
This shot handily dou- 
bles as an example of 
one of the many 
attractive views avail- 
able from the floating 
camera (which can be 
positioned anywhere 
■t all). Prepare your- 
self ' in about tan sec- 
onds you'll be on 

your own, Tally Ho! 

Easy-peasy, all this 
flying about iark. This 
is the main control 
panel which must eas- 
ily qualify as the most 
comprehensive I've 
ever seen. The screen 
scrolls when you 
move the mouse so 
everything needed ii 
shortly in view, All 
you have to to her* it 
turn on the HUD. Now, 
which switch was it., .7 
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Thi* message is transmitted from 
Ground Control and is printed out 
on your onboard printer. It contains 

a brief breakdown of whiit you've 
gat to do during the course of your 
mission. Naturally, you'll have to 
work out for yourself when to do 
the elementary things, such AS get- 
ting your undercarriage Out (ooer, 
etc, etc). 




Right then, it all has to end some- 
where, and it's about time you 'went 

it alone'. Thanks for the lift, mate. I'll 
slip you some petrol money later. I 
should mention that there's quite a 
large amount of disk accessing dur- 
ing actual play, especially when 
scrolling over the controls, and it's a 
point worth bearing in mind, single 
drive owners, 




On to the matter in hand, namely 
getting down to 'terra firma' as 
quickly and as safely as possible- If 
can't be that hard, can it? Blimey. 
It's not as if you're carrying billions 
and billions of dollars-worth of 
state-of-the-art electronic equip- 
ment, is it? Now, where's that 
bloody steering wheel? 



Oooooh! Final approach! This is just 
one of the views from the pilot's 
seat; you can look out of both side 
windows as well as all Over the con- 
trol roam. Ma time for that now, 
though, there's not long left until 
touchdown - just make some final 
adjustments and you'll be graduat- 
ing to satellite rescuing in no time. 
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Phewie!! Shuttle really is one huge 
and Involving game. Although com- 
ing with a 'Full-On Auto Help" 
option, which supposedly leads you 
by the hand through the myriad of 
controls, the manual reading neces- 
sary to make any kind of progress 
in Shuttle makes memorising the 
entire Encyclopaedia Britannka 
seem like a quick glance through 
the Beano by comparison - it's 
astounding! It strikes me that it 
might have made the simulation 
much more accessible had the real- 
Ism content been toned down a 
touch. The manual explains 
everything in detail, from the SPEC 
50 display (?) to RCH/PANEL (???) 
which, whilst adding to the authen- 
ticity, detracts from the game's 
accessibility and payability. This 
level of complexity might be okay 
for pilots who have spent years in 
training, but for mere mortals like 
me it can be a bit of a headache. 
Don't get me wrong - this is a high 
class, top-quality product in every 
way. The research alone must have 
been Immense, with accurate 
descriptions and maps of almost 
everything popping up all over the 
place. The actual Implementation is spot-on too and 
the Vektor boys should be congratulated for produc- 
ing a comprehensive, well-designed and mature pro- 
gram. The only aspect of the game that's slightly 
lacking is Its frame update rate, but then the type of 
people who'll buy and enjoy this game are hardly 
likely to be interested In fast-moving, slickly-drawn 
visuals. It's a game with much to offer as long as you 
are prepared to persevere (it really does take some 
effort) and It's just the job for those long Wintery 
evenings waiting just around the corner. 
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The final 

part of the 

super- successf u I 

Lotus trilogy brings together 

the best of both its predecessors for what - in theory, at least 

should be the ultimate driving experience. But is it enough to 

knock the spots off Jaguar? Over to Gary Whitta at the 

trackside... 



There are those who might 
argue that there's simply no 
need for a third game in the 
ever-popular Lotus series after Lotus 
2 pushed the racing genre to its lim- 
its. And there are those, myself 
included, who believe that the 
sequel was over-ambitious, too big 
for its own good and, ultimately, 
not a patch on the brilliantly-simple 
original. 

So when opinion is so firmly 
divided what do you, as a game 
designer do when Number 3 rolls 
inevitably around? Do you make it 



bigger and beefier to satisfy the 
Lotus 2 freaks? Or return to the sim- 
ple pleasures of the first game? 

Well, it was obviously too hard a 
decision for developers Magnetic 
Fields to make, because what we've 
got is essentially the previous two 
games rolled into one, Even more 
elaborate than Lotus 2 while restor- 
ing many of the original game's 
nicer ideas, Lotus III is all things to 
all people, but the operative word 
here is MORE - more tracks, more 
cars, more features, more options... 
But is it more fun? 




Lotus I had one, Lotus II hid two 
and -you guessed it • Lotus III has 
thrvt cars to choose from. This time 
the familiar Esprit Turbo and Elan SE 
haw* b*em com pigmented by the l*t- 
sst addition to the Lotus range, the 
M2 00 concept car. Each car has its 
own speed and acceleration factors, 
but you get the feeling that most 

player* choose their vehicle out of 

Personal aesthetic preference more 
than technical considerations. The 
Ml 00 is an odd-looking beast and 
actually slower than the other two, 
SO why anybody mould want it to 
drive it is beyond us - but it's always 
nice- to have the choice, ah? 
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Five new track types have Sprung Up since Lotus 2 - players can race under 

all the familiar conditions along with such interesting additions as a 
Futuristic vwarid! (pictured), including a Turbo Zone' where speeds are boost- 
ed to nearly BOOkph and turrets that fire slow-down beams across the road. 
._ There's also a mildly-annoying windy level, where cars are blown off 

course and risk being hit by tumbling objects. There's also a Roadworks 
track, a Rally course and a treacherous trek through the mountains. 
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The famous Lotus options 
screen it now mort com- 
prehensive than i.'vit 

Responding to criticism of 
Lotus 2, Magnetic Fir-Id's 
have restored the original 
game's more popular fea- 
tures that were insensibly 

axed for the sequel- 5a 
now you'v* got the best 
of both worlds - races can 
be run as laps around a 
circuit (a la the original) 
a r through Stages on a 
Single winding track (as in 
Lotus 2). There are two race types - you can pi ay Lotus 2 r s arcade mod* 
Against the clock or the original game's championship, where player* quali- 
fy for the next race by finishing in th* top ten. And. of course, you can fid- 
dle with the control mode to your heart's content, race two cars with a 
split-screen display, and... well, you all know th* drill by now. 



Lotus players will, of 
course, know that longer 
races may require a pit- 
stop and. as always, 
there's one to be found 
on every track, just 
behind th* checkpoint 
line. Unfortunately, how- 
aver, refuelling players 
no longer get th* luxury 
of the smart garage 
graphic to look at while 
the tank's topped up - 
instead there's a measly 
little panel that says 
■NOW REFUELLING". 
H arum ph. 




Lotus II I' 5 3D action is, if anything, a little faster than in previous game* - 
it's certainly smoother and more convincing, with some very impressive 
speeds clocked up in full-scre*n one-player mode. Unfortunately, like th* 
other two Lotuses, the game slows down noticably when the screen is split 
to accomodate two players. 
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It was one of the features that Lotus play- 
ers had asked for for ages and now they've 
got it! The innovative RICS system allows 
players to create arid then race on their 
own customised tracks. Unlike Jaguar's 
laborious system, where roads are created 
by slotting sections together like a Sea lex- 
trie set, in RECS an entire track can be cre- 
ated in seconds from this screen by fiddling 
with the sliding bars that relate to the 
course's variable elements. You want a real- 
ly curvy road? No problem - slide that CURVES box up high and away 
you go. Variables like the sharpness of bends, amount and steepness 
of hills, roadside scenery, obstacles and general course type, difficulty 
and length can all be set to your specifications with the greatest of ease, 




f + a = 3, right? Weil, It seems the 

same arithmetic works with driving 

games. Magnetic Fields have basically 

pulled out the best bits of the first 

and second Lotuses, stuck them 

together and - bingo! - Lotus III. But 

The Ultimate Challenge? Hmmm, I'm 

not so sure. I know what you really 

want to know and the answer is 

"Yes"; Lotus 111 IS the best of the 

series - but only just. What we have 

here is essentially a re-run of Lotus 2. 

but with atf the good ideas from the 

first one restored. The result is a game| 

that's faster, slicker and more 

playable than any Lotus game that's 

gone before but is, ultimately, just 

more of the same. It's a shame that 

the limitations of the Lotus tie-in have | 

restricted AAF from doing anything 

really different; ideas that made 

games like Crazy Cars III really stand 

out from the crowd and would have 

made a big difference here. Apart 

from what you'd expect - extra tracks, I 

more choices and a new car - the most| 

notable new feature is the RECS track 

designer, but I'm not at all sure about 

how useful it really is. Sure, it's flexi- 
ble and easy to use, but you really 

don't get THAT much control over 

how the finished track will actually 

look - all you can do is give a rough 

idea of how much you want of each 

variable. It may not be 9$ accessible, 

but give me Jaguar's infinitely more 

rewarding system any time- At the 

very least, however, RECS Is a handy way to generate new 
challenges once you've exhausted the preset 
circuits and so adds greatly to the game's lastabili- 
ty. At the end of the day, though, Lotus III is a 
goody. It's more polished and playable than 98% 
of the competition (for the record, it's better than 
Jaguar, but hasn't quite got the the edge over the 
superb Crazy Cars III), has the best soundtrack I've 
heard In many a month and on the whole fans of 
the series won't be disappointed. But make no 

mistake - you HAVE seen this all before, and It's good to 

see that Magnetic Fields and Gremlin are making the sensi- 
ble move of quitting while they're ahead. 
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It all makes for good reading, doesn't 
it? The manual is deliberately thin on 
actual instructions and objectives, 
presumably with the intention of 
drawing the player in gradually 
throughout the game. Unfortunately, 
the actual result is initial confusion 
and frustration, with important infor- 
mation (like how to warp back to 
base at the end of of each world) left 
for the player to find out. I don't 
mind a bit of mystery and all that, 
but if a game intends to nudge you in 
the right direction then it should feel 
as though progression is made thanks 
to the player's skills, rather than 
stumbled upon. Either that or I'm 
thick, one or the other. Nova 9 is 
obviously a descendant of the old 
vector classic Battle zone, but whife 
that oldy actually mowed with some 
speed. Nova 9 literally crawls along. 
Like a lot of US-originated games, it 
seems to suffer from the disease 
known as Peeceeus Portitus, or the 
'Quart Into A Pint Pot' syndrome, as 
it's also called. On the box Sierra rec- 
ommends a faster processor, but 
that's a fat lot of good to the majori- 
ty of us normal Amiga owners. Even 
with the detail level on minimum, tt 
is still, quite frankly, too slow to be 
even remotely enjoyable. A bit of a 
shame really, as with a extra turn of 
speed Nova 9 could have been a real- 
ly exciting game. 
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ffAttjAhflrieue/i.y^Li go 
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Urt»w*Sttpd,fimfl,w- 
F^*t Di(F**FWiJt tf t 
frclintg rduntl^^y 
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FREE CATALOGUE 

COMPLETE & RETURN THE COUPON BELOW 
FOR A FREE 64 PAGE COLOUR AMIGA CATALOGUE 



FREE' FROM SILICA 




When yraj buy yourntwJknigt.C8flipuHr1iiom 
t'ica Syslams we wll gwg you ;ir gdirkinal 
Effig.73 viorth crl software FREE OF 
CHARSE, indudng some greal enlenai"n-e-i| 
ard produtliMty feajrairs Tnese free gilts 
•rill intTDduoa you lu It* world «l sampulng 
and help you 1> gal oh* Is a tying Slsri will- 
y<n.-r it* Amiga. Plna, wth every wniga liorn 
Siicu »e Hill fiivft yoj 15 right", FREE holktay 
hotel acconrntfoarhofl l» you *w your family 
loen|oy a break at home or abroad. 

16 NIGHTS HOLIDAY 

HOTEL ACCOMMODATION 

Emry V^gj iCC and 800 him SifcS (=i"« 

supctsd »<iiliin 0Mft aria* tmxfk.™ »* 

a UAj i ntthtM 1 . 16U0WI. 1H4M «l* 3 P»p4l V 

(My i* B 4 KOI CMS iwUtt r, B»y ol ISO hot* 
w*i *8Mmmo*ksi FREE M you haut 1o PJV fef 
are yrtir muls lpno«- a'e lEted r he- bfndMjivl 

WORTH 
NEARLY 



ARCADE ACTION RACK: 

10 Superb Sfitertainmenl lilies 

AJTEnW £24,99 

Chf SS PLAVEN 1)50. 124.95- 

CFTJTflW BtJRCe E24.SS 

UKE AND LET OAT. E19.99 

OWSdJWUHr E24.M 

WE AMWM. £24.99 

fllCK OANGE ROUS .... £24.99 
HOC* 'rV ffOLJ. E1S.9S 

SKWEEK £ 19.99 

TRIVIAL PURSUIT....- E16.9S 

PRODUCTIVITY: 

PHOTON PAINT 2,0 WS.S5 

SFA BASK? V3J £50 .00 

A |UvMld MM1 tflltflHH* ^^_^^ 

TOTAL VALUE. E3W.7J 




PERIPHERALS 

FOR AMIGA COMPUTERS 



SLIMLIWE 
DISK DRIVE 




Jcp-nGb-b* 



MM nari 

■nit lnof RAtV< Buir-'-i 
kMR*? UK**? cluck. 
Pujgt tfraigftl ktId Tre 
A-iiij|h AWQ lupftocr. No 
sotiannc! 'BqurBd - 2 four 



IStmrn 5if4r SJimLTiC- 
colour CQi-DrtriBl«J SBT 

| H in.-t- SirltfiT d!.k 

dmH. Dram p<?WBr Ircm 
*M AdrttW and inci-riflt 
*ni_> pal rar com octkin rf 
■KkliH^ifll diiv** 1 ynnr 
raplacErwil guvuM. 
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UPGRADES 






CODE 


DESCFIIffKX 


w 


SiLC* 
FfllCE 


nuiMC 


kUHEK ■ DK Pinilhd - *OB 


. . •' 'f 


IL'.-.J! 


huiiks 


*umK 51 :■. p.m*w) ■ Men 


.1>,1* 


nil: 


aui Mic 


iui-*: i w ivpufcud ■ «m 


. Ni ,y 


IK.D41 


amaze 


L£H Eli- Bum *H» 


C* 9S 


[71W 


Biaosti 


cew !■■:■ Beam USD 


MJI 


!*M 


I'il'.v- -■,. =t^fl NeCtoc* AH0 


[»» 


CIMt 


iiijrf TV. '>'... Famil H* fba ASM 


Earn 


E2IK 



EXTERNAL DISK DRIVES 
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ES4.M 


ngaM' 


Bccrne .j.--» i, : ,,r, K .,- 


,..-, ,.- 


DH.H 


taawnl 


HtCjTf ■ I-" - ir. ■ Rl*=CiiM* 


EM .;' 


EH4.H 



PRINTERS 



COLOUR MONITORS 



w*»* 


■cj ( - 


na.» 


=>ii- ;:,/ upim 


-WJ't. 


I13t.«l 



fM'l!- E1TS.S4 



, Mk-#ii- i-i: nUi 
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ROM UPGRADE 

luw MBIICD Ki^Ih:- k^ ^w a*iiHi I ■'■" "-■ i tiaai | 



Kktatatf 
WorktofKit 

LalBsr.Bistm 

■.m 




Built-in JVUoduHsot 

fa arreann tn a (stewwyi 

Fa> 2*" HmI &st; Ewes, OLUvnd* 
X1 X nun 1 so* h: 

3teK<W5llHQTP>fcf* 

«fwvi waHUtEoaii 
rtmaOiJtaVHaidWD-w 

SmertCeniSbt 

Blil-ima^andand 

Far Dpianal ftuo-fi Clip RWU trU 

2jt AyMfGfcWEWH Port* 

E«>- acwtt ■ lecMd on»ohl ada 
0lAS«l.i>l*Oitn«t«i« 

Camotfa VUto Output 

^Jimla/owTposFtewtwimtwi 
to OMinaclKfl lo irast iremftij 



Silica 

announce a 

HEW LOW PRICE 

of £299 lor !he Amiga 

SQO. a huge saving a( £100 off 

the previous FlRP oi £399! With US. 

rnodtrn wnpacl wedge shapa design and 

Ihe emplnvmenl of Iha latest ailvannnnanta in 

Amiga lacJnootogy, it rapressnls 1tie oary bssl 

irivijs.1riwf»1 for home compuling II ha3 ll the 

t>C«er of a hrat class garaas console Wth a 'ull 

nngt of entertainmen 1 ; soflwaru avtlUjtXe, as 

■«eli ss tieing a 1rua home compyler, with 

business arid educahen sortwa'fr and an 

euttAASlve range oi (jeripharals and acc«*SC<ie?. 

The Amiga 60* uses stala-or-lha-aiit Suriace mount "^ 

lachoology. 'Of iriaiamum raliabilily and leatures a W floppy "™ 

disk drivs, moosa. TV modulalDr and smart CflNj slot all as staAdaid. Th* innovialruie amart caid 

slot accepts gameE,, ROM or RAM card* (Irom 1 Ms up Id 4Mb) and will Ian* (hjuanlagfi o1 many 

luture ne* (Jevelopmenls. The rtry lalMf hfl&fsion oi the oparalj«*g S'ySlem, KicKalart/Warkbanch 

v2 fl5 is used in the Amiga 600 arnJ *» enhancad ch^ sat lacililie* indw* mprowd giaphes 

IVtoMlon, increased genbek suDporl and tne facility for up 10 2«* or chip memory. The Amiga 600 

IB fuly CDrnpalibla with the A97U CD-ROM Driw and InBdaee which Mill give it amass 1o a full 

riinga of CDTV lillas. and audio CCks.Tha Amiga 600 <$ suallablB Irom S*ca in savSral 

ctyiflgurations |ses bo*a«j ivjluding a specially upg/atSed 2«o SAM weraion. 



FREE GIFTS 

FROM SIUCA 
\SEE PANCI TO tin 



AMIGA 500 
STANDALONE 




HAROWARE 

• 512* AMIGA SW COMPUTER .. E2S8.W 
Inc. 1 1* 3:*" Disk Dnv« . Moos* 
Conlrollar. Powar Supply. 

Wortbanch 1 3 & Manuals 

• Sljk RUi EXPANSION TO 1h RAH . £24,95 

• ASZD TV MODULATOR . FHEE 
nUSI - FREE FROM SILICA 

• PHOTON PAINT V2.0 SOT-S5 

» ARCADE ACTION PACK £329.78 

» GFA BASIC £50.00 

TOTAL PACK VALUE; C6S4.S7 

LESS PACK SAVING: E395.67 

SILICA PRICE: 0299.00 



ORIGINAL 

AMIGA 500 

WirM BULT-iN 
1t<ET HJUEFIC KE1TFAJ 



£299 

INC VAT mi- swt Biio^ 



NEW! 

FRQrrl SILICA 



RAM OPTION 
WITH CLOCK. 



FIGURATION OPTIONS 


OHtHwd Orive 


30ub Hani Drive 


lut K*M 


; u; rjiu 


1»R«M 


2u> RAM 


f« ifc ww eai<-»inist 


E29B.99 


t»g,» 


£2*9.99 


£233.99 


■ Ilk RAM i.KSKHt'C 


MM 


E 60.00 


NM 


reono 


* Xh n*Pfj CiSK 


MM 


WA 


£24S.EH1 


E233.D0 


• DfLUXf PAIN' III 


C7».» 


£73.99 






< WWIWr SAME 


VAHIABLt 


VARIABLE 






• 1 VMH 0K-5IH WAKHflHT-f 


/ 
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nOS) ■ FHEE FFtOH SlUEA 










• PHDTQh PAIhT .2 D 


CB9.49, 


199.4S 


£ft».3B 


tBA.ea 


< WOE a::ii::n S«vfS PW: 


ci?o 7n 


€22*. 7B 


caas.fB 


CI19 Tfl 


f liF* UASlS IhTEIwnETE" >3 & 


E5D.DO 


£40.00 


r ftf, no 


EBO.OO 


Itmt R4Cff wtve. 


£7^-9.71 


ceoe.Ti 


faea.72 


CidM.n 


LESS PAEIK &4VING: 


t -J 50 71 


F4B0.7I 


CM9.72 


£529.72 


SfiJCA Pfl/CE: 


£299 


£349 


£449 


£499 



CDTV 



COMPUTER SYSTEM 
SAVE £200! 



UPGRADE VOUR AMIGA 500 FOR ONLY UW 



V\ft ,i't> plaasad lo amounoe a very *p*ci* fnada-rri omf ro 
Amga 500 owners wft* 4ffl Haan to tans aaVanragc of !'# ettra 
b&*m sfflaiBrf oy Commodbnf's nnurrrrttjolfl' innovafjon, rhe CDTV 
Amiga owre<* «*o i*ii^n ihan working Amiga 500 ocKnputer (with 
KKkslarl Vv£ or 1 3\, nnausa, porter supply aii Tmnijal !□ Sitea, can 
dalm a £200 dtecount «*1 |tt* priee Qt Iha r*w Am^ia CDTV &yi"(iutar 
Sjslam. Tha new aysWn (ncmvil RHP E599) * luily comp»lit« wilh 
;ill Amifta aor«*ara. In addition. (I pw^es access 1o a vasl ramoe rt 
CDTV tin*s. COTV *orka much like a slai**»rd Amfla 50H or 600 bul 
las many addilk**! tenures including a compael disc drwe mat can 
now up to 5&Q irwaabyias 01 inlormailici per $&t as »aB as play 
audio discs lo a iwy high ouady. CDTV comet iucplitd *1B1 he 
lata^l iMra-rad romgia comrcl handset cjymg you full eonlrol ol your 
aysWm rnom tha rom*Srt ul yaur armchair. 



TRADE-IN OFFER 



CDTV SYSTEM £599 

AMIGA 500 TRADE IN £200 

YOU PAY £399 



£399 



new -mi AHt:mn. 



■i-V 1 \lllA 


FEATURES INCLUDE: 


• rv, to7ifariD | AiVi*,wfuiri'n(4LS0£? 


Sott-Ktir 


* :m a>v mm 


• CD7VKU*' 


* nan AihM Me 4 


CO t iiapfuci 0«j 


• WfittsfflTYJiri*!*'* 


• aurt-vi HlividV. Sdral 4 Pj'jUji PfdJ 


asciimrHlJIH 


• fiKw^Os*nmt 


• Wwtr fwimalfev 


• mn-fH" s*i;c*( CmrnV 


• mjf**8«n r j j M*niufr 


* |*WHimrCO»C*ii^ 



ALL PRICES INCLUDE VAT - DELIVERY IS FREE OF CHARGE IN THE UK MAINLAND 



SILICA SYSTEMS OFFER YOU ) 



• FflEE OVERNIGHT OELlVEftY: On all hardware orders shpped in the UK mainland 

• TECHNICAL SUPPORT HELPLINE: Team of tecfimcaJ axpeits al your service 

• PiFffCf MATCH: Vfa normally match competitors on a 'Same product - S*me pnoe" casia. 

• ESTABLISHED 14 YEARS: Prauen track rflcord « prolessionalcomoulafsfllea. 

• £12 MILLION TURNOVER (wilh £B staff): stM. ieli*rjl«ind p-olilat.fi. 

• BUSINESS* EDUCATION t GOVERNMENT; VdumettscoumaauaiatiaOSI-JMOS**. 

• SHOWROOMS: 0«mcns«iarion *nd Iranirq 'Eualitjaa el our London 1 Sidcuobra^chas. 

• TIME fliLL STOCK RANGE: All o! your requremantE. 1rcm one auppker, 

• FREE CATALOGUES; Will be mailed 1o yDU ■«* oflars *- sollwir* *nd pefiphcal oetalla. 

• PAYMENT: Major crecH cards, cash, cheque i* morning lenm. 

Etetcme jou decide when to buy your rum Amicui compjtor, «ns aucjgeat ycu think im<y caratuity arwi.t 
WHEFiE you buy <\ f^winiriBr wiiai ii wil t* II** a lew monlha aller buying your ftmrj». whn ynu may 
nmiurc, «ddiiitDTia< p*T«**alt or saftwafe. or Hep and adwoe wr|h ynyr raw purcfiase. And. will 1he 
company you buy from conlad ycu wlh o^i?'^ »l now pirx&jc&T At &liC4 Syfiie^vt. we en&ixe trial ycu 
Mil have nathng In wnny ;iho.it Vnm hava tmtfi ealaMstWd t& almosi 14 years and. wlh mi' unnvAlM 
rtfvmn^i ar>a espiertisa, we can no* clapm 1o meel oix customsfs' rBquin9i™ms wnn an Lnderalandimj 
HflMl ■ ■■orjlldl] DMT lul0JDR^ ,M l.i-r - ir -.vr-'-l J ::r ' i;">in;:liHu IjndJ WJ*J> IrWOWBHIl nftwIbrGUf 

H1B51 FREE Irleialure and tngn h> *jperi*nce Ihe 'Slica Byslemi Seiwe*. 



MAIL ORDER: 

IJfTT^r Li*hi. Qp-M. MQrVSai * OOlf^-6 WfJFn 



1-4 Dm Mews. Haihsrev Re, Siccup. Kent. DA14 m Wt M1'M» 1111 

ill Nnr< CDsnno F«i Mo 0*1 3Cfl MOB 



rki Liit hijr* Cpcnnu 



LDNDDN SHOP 



52 Tottenham Court Read. London. W1P DBA Tsl: BTI-HI) HMD 

MwH-Sdi ■i3C*^«.rjqpw Hn lhih fjut Qpfl*>nu F ai tou l7i aH *J37 



LflNIWN SHOP- Saltrirjgas mm Ftari. Oyfon] Srraal London, Win 1A8 fib 171-KS 111* 

Oparnns Maun. mpn-3<i ^)Q^tJlMpi» LP* H^ii TmnU; ,jil Bpm E--it^n>n »i* 

SIOCUP SHOP; 1-4 Tha Me*? Hatharkv Bd, Stetup.. Kent. DAU 4DS III; M1-3K Mil 

ClMimil Hwu U*v5»l tlM«ll.SMp» U*t» H^l FrtHy uml Tpjii F.i hu 081-301 MIT J 



To; SiS« Systems, ONEflM- 1092-80, 1-4 The Mews. Hattiertey Rd, Sitfcup, Kenl. DAI 4 4DX 



PLEASE SEND A 64 PAGE AMIGA COLOUR CATALOGUE 



P\ 



I 

I MrnMrsfl*s»vMa; .. . , InltM: Bum*r«*: 

Company Marnr* (II appticaMe): ,„ 



Address: 



MAIL ORDER HOTLINE 

081-309 1111 



SILICA 

SYSTEMS 




I 
I 

i TW (Homa): , T* CWort): 

I Which computerfs), it any, r» you own? ,„„„,-- ,„.,.. & }DJ 

~ Etce Mutton ifjcw r*t n*»an» nut/ dwga - F»mm, ™km "* 6a*M tof w »•* Wo"«lo». 



Postcode- 
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VIEW 







Gary Whitta grits his teeth and 
embarks on a blood-soaked kiilin 
spree in I.C.E.'s gung-ho gorefest 





his is wrmt we want! Enough 
b and Bob and all those 
issy game scenarios where 
you can only 'stun' the bad guys for 
fear of parental outrage and the 
conseqeunt removal of the product 
from the shelves. What we want is a 
game with some real stones, where 
players can get tooled up with some 
seriously hard real-life weaponry, tie 
a blood-soaked bandana round our 
heads and blow holes in a bunch of 
terrorists and jackbooted scumbags 
in as gory a manner as possible. 



And that, as luck would have it 
is exactly what you get with Fire- 
force, a Green Beret-style military 
shoot- 'em-up that, due to the 
demise of former publisher Else 
tronk Zoo earlier in the year, 
only now made it onto the software 
shelves. 

In Href ore e, you kit yourself out 
with a military alter-ego, beginning 
with the rank of Ensign, and pro- 
gressing through 12 increasingly dif- 
ficult (and violent) missions, earning 
medals, commendations and pro- 




fit the outset of Fireforce, only the first four of the game's twelve missions 
are selectable, The objective, terrain end enemies change depending on the 
mission, with a full intelligence briefing for each available at the touch of a 
button. The idea of the missions don't change much - you've basically got 
to. kill everything or destroy a specific target ■ but the actual objectives do. 
One minute you'll be taking out an enemy bridge, the next seeking and 
destroying a cache of SAM missiles or assassinating an enemy dictator. 




Having chosen a mission, if* off to the armoury to gat kitted out for the Job In 
hand, There's a tremendous amount of equipment on offer, including five 

machine-gun* with special ammunition for each, grenades, a rocket launcher, 
plastic explosives and health-restoring medi-kits. Basically, you can take what- 
ever combination of stuff that you like, but there's a weight limit to bow 
much you Can carry. 



No matter what you do on the mission, there's one fact you 
must never let stray from your memory - the helicopter that 

drops you off at the start returns at a fixed location and time to 
pick you up, If you're not in the right place (usually at the far 
right of the play area) at the right time, the chopper leaves 
without you and your career is over, status: Missing in Action. 




The dead bodies of of the enemy enn be searched for ammuni- 
tion and equipment - but remember that you can only use 
ammo that's compatible with your current weapon. If your 
guns empty, iwap it for his - using an enemy weapon is espe- 
cially advisable, because the ammo picked up from further 
corpses will invariably fit. 






Entering tents, 
hut* and build- 
ings is a neces- 
sary and useful 
excerctse - the 
mission targets 
are often to be 
found hiding 
out in places 
like these and 
there's often 
useful equip- 
ment to be 
found lying 

around. But 

watch out for 

traps... 



motions for each one successfully 
completed- And... well, that's about 
your lot- Despite the military 
nario, Fireforce doesn't have any 
simulation or RPG pretensions like, 
say Airborne Ranger or Special 
Forces. On the missions here you get 
some nice shiny guns, a bucketload 
of high-explosive ammunition and 
jne simple instruction - KILL ABSO 
.UTELY EVERYTHING! 




TlH players default weapon is » knife which, though only of Any use at 
point-blank range, produces ■ nifty throat-slitting effect, Weapons are 
swapped around by use of the function keys - your best bet is the machine 
gun, which dispatches the enemy with a single burst from any range- 
Ammunition is, of course, limited, so don't go blazing away lik« Arnie. A 
nice touch is that the player can aim the weapon to point up or down, 
allowing you to shoot at enemies above and below 



Beware of land- 
mines - they 
sap more of 
your health 
than bullets, 
and can he dif- 
ficult to spot- 
Medikits will 
restore energy, 
but they're f «j*| 
and far ^jfl 
between. Yow 
can get your 
own bach by 
blowing up 
property with 
Qt explosive - 
any damage 
you do counts 
towards your 
final score. 




REVIEW 



£25,99 Out NOW 



Joystick 



MEMORY 

51ZK 



THE VERDICT 



At first, Fireforce really doesn't 
look like much at all. The graphics 
are basic and look more suited to 
an ST than the Amiga, and initially 
pusher; i.ce game play seems slow and limited. 

D.«too-r: Day <3ib- ft ^ ehan((? and 0u -|| 

bans *> * 

soon be surprised to discover that 

£25,99 Out NOW 

* the game is actually tremendous 

J " i '* tL " t fun. It's not just the fact that it's 

memory I disks violently realistic that makes it 

compulsive entertainment - there 
really is a decent game hiding 
under these card board y visuals. 
Like the strangely similar Green 
Beret, Fireforce is just an arcade 
blaster at heart - but there's a bit 
more to it than your everyday 
left-to-right scroller. The ability to 
choose and use a whole arsenal of 
varied weaponry, the searching of 
bodies and buildings for useful 
items, the medals and 
promotions,,, all are elements that 
help to lift Fireforce above the 
norm. With the enemies as intelli- 
gent as they are (they actually will 
follow and aim their weapons at 
^ you, no matter where you are), 
Fireforce is a tough game, becom- 

nifuinii 

ing almost nightmarish on the 
later missions - but experience 
teaches you how to survive 
'^m against such impossible odds, and 
there's a great Rambo-esque feel- 
ing to be had when your tactics 
ie whole thing is given an extra edge of ten- 
sion by each mission's strict time limit - you simply 
have to get to the extraction point, no matter what 
happens. Oh, and did I mention the soundtrack? Apart 
from the fine spot effects during play (a variety of 
gunshots, explosions and bloodcurdling screams), 
there's a rousing military drum anthem on the title 
screen that gets the adrenalin flowing nieely. Don't let 
the graphics put you off - Fireforce is one of the most 
enjoyable and sophisticated shoot-'em-ups I've played 
and full marks to I.CE. for having the bottle to try / 
something with a bit of an edge to it for a change. I 
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There are two two- player modes for you to sample. 
Team' mode requires The co-operation of both players 
with puzzte» that cannot be solved on your todd. For 
more frantic fun, the 'War' mode requires the destruc- 
tion of your opponent's Troddlers whilst ensuring that a 
set amount of your guys reach the exit safely, 



Simon Byron troddles down to the 
mysterious magic castle for a chat 
with his two old mates, Hokus 
and Pokus. 









ere we have a breakdown 
f one of the more typical 
>vels you'll come across in 
roddlers, just for you. I 
on't know how {or why) 
te do it 



Although this level may look quit? 
tricky, there's actually nothing to 
it. Vou can afford to waste four out 
of the twenty Traddlers and with a 
time limit of one minute forty sec- 
onds, you should breeze through. 
One of the first things you'll notice 
here is the lack of blocks provided. 
so you'll have to get off youf back- 
Side and go and fetch some. 



Hmmm, these likely -looking stone 
slabs will do for a start, so posi- 
tion Hokus 'S Spell Cursor over 
them to SCOOp them up and store 
them in the black stack. 
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Hokus. and Pokus are your typi- 
cal young rascals ■ leave 'em 
alone for a couple of seconds 
and they're off causing trouble. I 
blame their parents, you know. If 
they'd been spanked as often as I 
was perhaps they'd have learnt some 
manners, consideration and evolved 
curious personal tendencies... just 
like me. 

Guess what they've only gone and 
done now? When asked by Divinius 
(the sorcerer) to do a spot of tidying 
in the storeroom, their only instruc- 
tion was to "Not touch anything", 
Not too much to ask is it? Nope, but 
when confronted by a box with 
WARNING! Instant magical Trod- 
dlers. May turn into zombif ied vari- 
ety if allowed to teleport. 00 NOT 
TOUCH' plastered all over it, the two 
blighters did what any other self- 
respecting sorcerer's apprentices 
would do - they opened it. 

Inevitably, things started getting 
out of hand. The Troddlers, who 
ere originally being developed by 
mi us to replace Hokus and Pokus, 
out and headed for the nearest 



teleport. Try as they might, the 
two pranksters could not con- 
tain ail of the little beings and 
several hundred escaped into 
another dimension. There was 
nothing else for it. Hokus and 
Pokus had to enter the teleport 
and retrieve the little devils. 

Assuming the role of Hokus 
(or Pokus, in two-player mode} the 
player(s) must complete varying 
tasks in order to please their master 
and restore the castle to its former 
glory. The Troddlers emerge from 
one (or more) entrances and must be 
guided through the screen towards 
the level exit, avoiding a variety of 
lethal hazzards. They'll walk on, 
under and over anything while ^ 
the only trick that Hokus and £ 
Pokus have up their proverbial 
sleeves is the ability to place 
and remove blocks in an effort 
to exert some control over the 
tiny terrors. Involving a high 
puzzle element. Storm are hop- 
ing that this could be the Lem- 
mings beater the world is cry- 
ing out for. 
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And they're off I The clock to the 
left will, when collected, add an 
extra minute to the time, which is 
always handy. Other bonuses that 
put in an appearance are Fruits 
(extra health). Hearts (full health), 
Shields (temporary invincibility) 

El Bombs (death to all enemy 
ddlers). This level can't be too 
d, can it? After all, there's no 

obvious danger... 
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Oh no!!! It's amazing how wrong 
you can be. Let m* introduce you 
to the 'Grinder'. The sharp rotating 
side of this turns the Troddlers 
into Pasta sauce (so I'm told). I 
think, then, that we should adopt 
a new approach .ind avoid these 
like the plague. 



* ioray - that's the way to do it! 

re* well plated bricks blocking 
the route to the Grinder and the 
Troddlers have a safe route to the 
It, Just time for a quick visit to 
. IIM city as they make their own 

way home, and then it'll be on to 

the next level. Who knows what 
challenges await an the next 
screen? 
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Lster on In the game you're, introduced to some of the more special blocks. 
The arrowed squares here forte the Troddlers to slip through, which can 
help or hinder our cuddly friends. They tan also spell instant death if the 
Troddlers are flipped into anything solid (you know, walls and the like). You 

have been warned. 




One Of the more obscure level* requires the collection t?1 ten green 
diamonds. As you can see, th* screen is not exactly chock-a-block With pre- 
cious jewel* although thankfully there are no Troddlers that you have to 
save and the Zombies are harmless. The only problem Is the lack Of 
collectibles,.. 




These Ice Cubes are totally unscalable. If that wasn't bad enough they also 
send the Troddlers slipping and sliding all over the show, making the task 
of guiding them to the exit altogether tougher. The cannons will make 
short work of our mates, too, so the Troddlers should be kept out of their 
line of fire, 
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Ninja ants? Nth 
dimensions? It 
must be the air at 
Gremlin's HQ or 
something, but 
the Sheffield boys 
latest is seriously 
weird. And who 
better to review 
it than resident 
holder of The 
One's 'Off His 
Trolley' Award* 
new boy Simon 
Byron... 



Gremlin has been cooking 
this one up for quite some 
time now, investing a great 
deal of effort and money 
on a character which it obviously 
hopes will attain the same superstar 
status as the likes of Sonic and 
Mario. We've been bombarded by all 
the hype, now the moment has final- 
ly arrived to meet this 'Ninja Ant 
from the Nth Dimension'. Is he a 
gourmet meal to savour or the equiv- 
alent of manky liver and onions 
round your nan's on a Sunday after- 
noon? Let's tuck in and -find out,.. 
Zool's mission is simple enough - 
battle through seven wild and zany 
worlds, each mad? up of three sepa- 
rate and very big levels. Just why 
he's running, jumping, punching, 
kicking, shooting, spinning and 
climbing his way through these 
stages in the first place isn't made 
clear but - heyl - who needs plots 
when the game's as smart as this? 
Each level is based on a fixed 
theme, including Sweet World 
replete with Licorice A I harts, Cling- 
ing Chocolate Spikes and Chocolate 
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Spiky Harolds), Music World with 
Shooting Drums, Flying Drumsticks 
an d Vicious Cel I ov a n d Too I World ( I ) 
filled with Spanners, Oil Patches and 
Hammers,., I think you get the idea. 

The idea's basically to run and 
bash your way through the bad guys 
until you reach the spinning coin 
that leads to the next stage or world, 
Most enemies can be dispatched 
with a piece of nifty trigger work but 
when times get hard and all else fails 
Zool can perform what can only be 
described as a 'flying chop' (because 
that's what it is). Using this method 
It's quite easy to take out a number 
of baddies in one fell swoop and 
immense pleasure can be gained 
from watching a screen full of Hum- 
bugs {bees, to those of us who aren't 
Ninja Ants) explode and turn into an 
array of point bonuses. 

Occasionally, on the demise of 
something as evil as, say, a potato, a 
red flying heart appears which tops 
up your energy when collected, So, 
even if you've taken a bashing early 
on, it's soon possible to have your 
health fully restored. 



Things have started) to get a little hairy new (see ZodI's tiny beard? 
Ha-ha-ha-ha!), Like all good Ninja Ants, our hero can perform some 
quite amazing feats. Here, for example, he's dinging to the Jelly Tot 
Tower. By the way, look out for those bees - they explode in a quite 
spectacular fashion when you stick a sharp instrument through them. 

Dotted around the various levels are target* which, when hit, activate 
a restart point so that, should yvv not go the distance, you'll not 
need to play from the start of the level again. It's very likely that the 
young Ninja will do that next, once he's finished messing about on 

the piste. 
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Blimey E They 
didnt make 
Allsorts like that 
when I wis a 
kid! You can't 
trust anything in 
Sweet World. See 
the ferocity with 
which the Pink 
Circular thing Is 
(hutkirtg out 
those projectiles. 
It's enough to 
make you weep! 
Of course, ZoqI 
has quite a tricks 
of his own up hi* 
sleeve with 
which to teach a 
tew lessons and 
could either 
jump up, guns a- 

btazing, or sneak 
round and jump 
on Pinky 1 * head. 



It may be worth mentioning the lit- 
tle arrow thing in the bottom left- 
hand corner of the screen, If you're a 
little last, just glance down to the 
earner of th* screen to fee where 
yau should be going. Of course, it 
points in the direction that the craw 
tlirs so it may not be that way at all. 
Pesky programmers! 



Not all the background graphics are 
purely far show. Some parts of the 
scenery can actually aid Zool in hit 
quest- On the Fruit World these 
squeeiy lemon containers actually 
fire juice whan jumped on, which is 
quit* handy when you consider that 
bananas are allergic to liquid citrus 
fruit. 



Due to the complete lack of decent 

public transport. ZoqI has to make do 
with any assistance he can find- On 
Music World, bouncing on these large 
drums proves to be an entertaining, 
if not necessary, way of getting from 
A to B as long at you can avoid any 
flying cellos and all the other hard 
musical instruments. 




Worldly 

Delight 

Here, for your delight is a 
taster of some of the places 
that Zool visits on his travels 
As you can see, the Nth 
Dimension is quite an unusu 
place, full of weirdoes and 
Oddball*. But isn't 
everywhere, though? At least 
these strange people look 
cuter than some of the peo- 
ple that turn up in real 
places. Like Bath, for exam- 
ple. 



FRUIT WORLD 
Fruit World introduces 
some spectacularly scary 
enemies, including explod- 
ing radishes and flying 
p i.'ii pods that bomb you 
with leth=»l peas. But scari- 



terrifying pomegranates! 

I'm off before I need to 
change my undergarments. 



r 




Right, then, whose ne*t? Zool demon- 
strates the art of gentle persuasion 
with a nifty boot on the head. "Vol 
will explode." 










Scarper! M If you hang around on the 
crumbly bridge too long you'll have 
.in early appointment with Dr 
Horrible Spikes, 



Zool's athletic 
prowess is amazing! 
Which is just as well, 
really, as some parts 
of Music World would 
be impossible to nego 
tlate without the 
I super-ant abilities 
y endowed an our here*. 
■ Although, it would be 
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overhead electricity 
cable wasn't still live. 
Still, nothing ever 

turns out the way you 
want it, does it? 
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They're get-ting craftier! This bad guy 
has defensive spikes, so it's no use 

jumping an him * it'll only end in 
tears. 






Hang on. Before you whi« otf down 
that slope, it might be worth collect- 
ing the bonus bomb. It acts as a 
smart bomb, you see. making any vis- 
ible nasties explode- Hurrah!"! 
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This piano actual- 
ly plays the notes 
when you walk 
on them {as long 
as you've chosen 

sound effects 
from the option* 
menu). "Why?" 
You may ask. It's 
only a hunch, but 
maybe there 

COlild be a secret 
bonus if you play 
the entire 1B12 
Overture or 
something. Don't 
ask me - you'll 
just have to try it 
out yourtelf. 
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The end-Of-level guardians are hardly conventional. Take a look at these two 

here, for example. The giant bee looks threatening enough (if a tiny bit 
cute) and while a rather large, over-ripe banana may not strike terror 
into the bowels of your average ant, iff the only thing between ZdoI 
and the entrance to Tool world SO it lookl like there's nothing else for it 

but to use the good old international language of violence 



An example of one of the many nice 
touches in the game. Here, in Music 
World, the turntable revolves when 
you run on it. Although not a prob- 
lem when you're moving, this can 
cause havoc if you stop, as chances 
are it'll hurt you back into a lurking 
rnea-ny. If It wai a Kylie record, 
though, you can bet your bottom 
dollar that the place would be 
deserted. 
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Well, what can I say? Obviously I've 
got to say something otherwise this 
panel Is going to look a tad on the 

empty side, so I'm going to have to 
rant and rave on about how good 
Zool is. Zool is, quite simply, really 
good. It's obvious that a great deal of 
thought and planning went into the 
game at the earliest stage of design 
and this quality approach was main* 
talned throughout development. 
There isn't really any area which lets 
Zool down. It's bigger than... ooh 
something very big, with remarkably 
expansive levels and enough high- 
velocity action to keep anybody on 
their toes from start to finish. The 
game boasts a wealth of console-style 
hidden bonus rooms and there's even 
a horizontal shoot- 'em -up lurking in 
there somewhere. There are original 
touches a-plenty and I found myself 
impressed with the diversity of the 
levels and the imaginative meanies. 
There are monsters everywhere and 
whizzing off from the start of a level 
can get you Into all sorts of game- 
ending trouble, but with a little care, 

patience and forethought, progress 

can be made and Zool fast becomes 
an absolute joy to play. The whole 
thing has been thoughtfully present- 
ed, with options galore right from the 
standard 'Number of continues' through Type of music' 
(Rave, Rock, Funk or 'Green', although you needn't have 
any music at all because the sound effects are perfectly 
excellent) to the rather handy 'Inertia on/off' for all you 
wimps who can't handle a bit of skidding. At the end of 
the day, what Zool adds up to Is a first-rate slice of 
arcade action - It's simple, it's frenetic and, above all, a 
lot of fun. 'Fuller' than Robocod, faster than Harlequin 
and, I think, better than what I've seen of any of the 
Mario games (although those dratted Nintendo owners 
will no doubt be up in arms about that), it's a must buy 
for any self- res petting platform freak. And it just goes to 
show, anything those horrible plastic console slabby 
things can do, the Amiga can do too - and better. So 
shove that in your pipe and smoke it. 
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AMIGA PERIPHERALS 



GREAT 
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PRODUCTS 



QUALITY AMIGA PERIPHERALS 
WITH A 2 YEAR WARRANTY 

Silca Systems are pleased 10 prasem ttw GVP range- 
erf peripherals, GVP are the world's largest fand parly 
mamiactufflf of peripherals for the Amiga range and 
have a reputation lar high specification, quality 
products, The cwnpany was founded enry tour years, 
ago by a man who knows alwul the Amiga, 
C^mpdtya's enemies Presidenl of Technology. He, 
Hfcmg wrth fj team of Amiga experts indutlng Other 8* 
OornmodDiB stall, underetend Itie edd-cn re^iremerirts, 
of Amiga owners batter than anyone. Not or*/ do 
GVP provide peripherals thai Airi^a okitms warn, 
thsy also offer peace of mind, w*fr a £ year warranty 
on the products ihey mantif&clune. So, if you are- 
looking forfte ve«y best in parpherals far your Amiga 
computer, look no farther man GVP 
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arid an AutObOOl'Gflme cul-ofl 

switch Bom are available in 52, 120 

Sue ?4Q**> Iwd drive versions 

In addition, *s ASM C«mt>0 looms 

the Amiga forward with an 030 

accelerator, running at a billeting 

40MHz. This enables your Amiga 50Q 10 

run at in ncwWe "IS. I MIPS, Faster than 

an Amiga 30O0 1 No other produc" in the 

world combines all the tealures found « Iha 

A53P Combe 1 A ptug-in PC emuialo- option 

shown below, it anaiafcte tor 
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• 1 6MHz fl&2&6 processor 

• 287 Maths Co- Processor Socket 

• 51 2K ol re RAM plus 1ta usee* Amiga RAM 

• Supports Hercules, CGA, EGAvVGA 
(monociinoma} and T31CX) video modes 

• Runs MS-DOS (3- 2 and upwards) plus 
thousands at ether PC programs 

Tiis powery 2B6 emulator mod uie srppty plugs riirj 
•tie '-nim-stat" ol the GVP HDB*- or A530 (wrthoul 
■Mfttatag '.-'; iMHtf I In M rati b ih* 
Amiga's resources and altows 
y«j to run PC and Amiga pro- 
grama al the same lime, giving 
you two Qcmpulers h one. 
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At last the 
definitive guide to 
PC games written 
by PC enthusiasts 
for PC gamers. 




In this unique 1 00 
page guide you will 
find - 

Reviews to 2000 games 

Divided by genre - It's 
easy to reference all 
kinds of games - from 
Flight Sim's to Beat em 
ups, RPGs to Motor 
racing. 

Special CD-Rom Section 

Special Education 
Section 

Only £12.95 + £ I 
towards post and 
packaging 
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Method of payment 

I Visa Zl Access 

Please debit my access/Visa account by 
Card number: 
Expiry date: 

Copies of the PC Games Bible are £12.95 each, with p+p an e> 

All payments should be made to Sigma Press, 

Send all orders to: Sigma Press, I South Oak Lane, Wilmslow Chesire SKS 

Telephone: 0625 S3 1 035 Fax: 0625 536300 

Please allow up to 28 days delivery 
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WING-BACKS IN A SOCCER MANAGEMENT GAME 




In the traditional UUirirjCT-jil&eitllg. MCCM inamaKemcnl name wing' 
hacks-. sweepers, fgrnialtcuu, styles, iae ties an, 31 best, cosmetic, at 
worst , meaningless.. Hit unique niateh simulation n Ihe heart of 
9WHf Supreme restart* all thew -and mm. aJtcwing genuine 
CtHMfCil OV*r Main |>er[LinnanL£, In ackbtisifi Ili Ihe visual les(Jru;:]( on 
your inn), this maidi allows substuiuris. tactical positiocial dunges 
;ind ^firkincr instroctionsK) individual piavers which then influence 
the flffw of the makii . The imcreiwd realism and control transforms 
ihe supreme, bui chi Idisli . jajneplny into a compulsive simulation. 



\AN INTERNATIONAL MANAGEMENT GAME 
3P.12MANMATCHniSPI.AY 

Continuous display of: 

OULUA1T/M1D/DEF POSSESSION OF STATS. 1ND 

PLAYER ACTIVITY STATS. 

PLAYER FATIGUE /FITNESS STATS STATE-OF- 

THE-GAME INFORMATION 

PLAYER- W1TH-THE-BALL INFORMATION 

IN MATCH TACTICAL MOVES 

SUBSTITUTIONS 

POSITIONAL CHANGES 

OVERALL WORKRATE 

IND. FLAYER WORKRATE 



Yci another England manager has leamc ihe turd way thai 

control Isng an international squid is. a, very different 

halljiame i« tluh management. Es*rj match is a cup-tie and every 

lean) -selection aitd result is piLJn.-;l aporl hy a 

voracious press. The jmcs.hu-* iq succeed Li uie.redihl«. 
Soccer Supremo puis you uncharge of a European national squad 
preparing Jor the European Nations. Cup qualifiers. You have an 
iiulial four ynr cunlraul thai inuv he esleiwlcd Co sis oreight yeuri, 
or reduced to two, as ihe results dictaie. You'll be txpceiest to cjualify 
tor the Finals, then put up a show againsi 1he best European teams, 
tiul tin I is just pnrjuraltnri tur the htjr une'The WnrM Cup! 
Customisation. The game will alluw you m lale the Runipcan 
nation of your choice and you * ill be allocated an uiinaJ squad ol 1 h 
players You can introduce a further 34 players, making 50 in all, 
whose names and skills C but not levels) You can define yourself. 
These players are introduced gradually is you discover Ihe 
VLakiioiic-, in your squad and also to create the twImKW of skills that 
match your style of play. Trie anginal In players can be defined in 
Ihe same way using, the EDIT program ( free with the- game ) if you. 
wish as well as die teams thai will nuke up the apposition. 




'When it comes (o the 4th down FlcudcujH'h lids 

Kit " lit atkotHli" 'TV Sports Football' ' head do head/ 
(Pop« 



h V.i hitir been JwtTibtxl as "ibe boil game 
ever put onto a compuicr". f! is die complete American 
l-uolbajl game, a ntirltt season epic, with the- very best 
WRKgic <]L»rWi»rA «i Che) iitnl tbing. Y<>ij will call ibe 
[days, devise Ihe j?amcplani and develop Ihe team. 

Use the first season 12 rxrc-sciisoii games, Id rejculai 
setnon games, and the play-oifs} to discover you: 45 
mill KJUd tvf plttyeH. Th«t MpJoil the College dnuTUu> 
iinpruve the team and expand your (tame play id beat 
ibf v«y be*f the NFL can throw nl you, 
Players will asje and tcajiss will fade (a. ptawr -'- : 1 1 Kt 
"'' Jtjout tt seascsasi, but you will stay and rebuilt! .. . 
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3D HDonsiJ-Liapoii Kit M7.95 

Addams Family i 

Adveritu rets £1S.'W 

Air Warrior Hi 1 .99 

Alcatni*,,.,,.,, ,. £1599 

1117 Klving Fortress 421.99 

Buridit' KinK «599 

Black Crypt £15,99 

KkwiariEa Bros £14.99 

California r.anx's 2 £15.99 

Captive ...£7.99 

Carl Lewis Cballcnue: ,£15.9? 

Fieat £12,99 

Civilisatit>n „ _£2] 99 

Cool Croc TVins M5.99 

Cruise for a Corpse Jil5.99 

i^rk Queen d kjyrui.,. JUO-99 

Dealhfiriitgcr £ll. 1 /) 

Dizzy's Exc:el]e?n[ Advcnrttires £14.99 

D Gerteoitiorl ...£H.99 

Dojo Dan A15.99 

Dune i.lB.99 

Dyna Blwterg £18.99 

Easy Am«H £21 99 

Epic £15,99 

Eapaiw Gamea 93 1 15 99 

Extemtiiutor Ji^.99 

F15 Strike Fajjle 2 £15.99 

Fired, la: £15-99 

Puma uf E-'rtcdom ,,., ,.,£14.99 

Formula 1 Grand Frbt £21 99 

Cobliins -£1^.99 

Guy Spy.,.. .£17-99 

HdinJjil ..,£13 99 

Hean of China £22.99 

Hook £1599 

Hunter £12.99 

Ishar , £18.99 



Island 2 J? 
^^y E22.W <T 



Jaguar XJ220 Jil5.99 

]im Power ^15.99 

"Kick Off 2 £999 

Knight of the Sky .£21.99 

UnKs £22.99 

Lotus Ttirho challenge 2 £13.99 

Lure of the Temptress,.,,, £19.99 

M;i j, Ot'iii pilaiitm £13.99 

Megalotnanla £1199 

Megasports £15.99" 

MoSkey Island £15 99 

Monkey Island 2 £.22.99 

Mjlh £15-99 

Pacific Islands. .„ £21.99 

l J .ir.is(i-l Stars Jtl5 99 

Player Manager £9-99 

Police Quest 3 £22 99 

Populous 2 £17.99 

; ■■ !■ t-lr- of Darkness £20.99 

Premiere £19.99 

Prince of Persia £1 0.99 

Pro Tennis Tour 2 £15.99 

Pushover ..£15.99 

Quest & Gtory £17.99 

FfcaJma £10,99 

Rollinc Konny £1J,99 

-■j--i-.il. v„,.u- s.li« 

Shuttle £22.9! 

Si ri ker, £15-99 

Supremacy.-., £10.99 

Tennis Cup 2 , £15 99 

Thunderiiawk £12.99 

Tims The Fos £15-99 

lite Manager £17.99 

Utopia £11 99 

' v.jlin D:i!.i Disk £9.99 

Vrocm £15.99 

Vroorri Data l>isk„„, £13.99 



DISKS 



25 


1130 


50 


20.50 


100 


36.90 


200 


oS-95 


300 


103.45 


500 


167.50 



DISK BOXES 
3.5" 20 Capacity 
J.f 100 Capacity' 
150 Capacity' 1\j<%so Box 
%y 250 Capacity 



P+P 

1.50 50p 
4.75 £1-00 
15.49 £3.00 
22.99 *3.00 



All Disks 1 <.uiti' Willi I.liIm-K P+P included 



P+P Ott All Software.' Only £1.00 



ACCESSOR] 

ZycjtX External Drive 
Zydec Zy-Fi Speakers 
Zydtfc Handy Scanner 
Zydet: Virus ProEector 
Alfa Data Trackerhall 
Alfa Data Cr> r stal Tracker ball 
Alfa Data Megamousc 
1/2 meg Upgrade w/dt ick 
14 Inch Monitor Stand 
Mouse Pockets 
Mouse Mats 
Mouse Covers 
Cleaning Kits 
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£15-99 
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£21.95 
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£1.45 


25p 


£1-99 
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25p 


£1.45 
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2 BEHOLDER 2 



DUNE 



US GOLD 



VIRGIN 



8 THE ADDAMS FAMILY OCEAN 



10 MONKEY ISLAND 2 US GOLD 



14 LURE OF THE TEMPTRESS VIRGIN 



15 SNIP TIPS - 



16 CAMES SURGERY 



Can you believe it? Yet 
again we bring you 
sixteen pages packed with 
the hottest tips and hints. 
This month we say 
goodbye to an old friend 
as Monkey Island 2 
reaches its dramatic 
conclusion and welcome a 
new one, with the start of 
a complete solution to 
Eye of the Beholder 2. 
Enjoy! 



If you're a regular reader then you'll hdve~noticed 
that this month's issue of The One ii perfect bound, 
which makes the normal task on seperating ; the Kill 
Zone a bit tricky. We apologise for any inconve- 
nience and hope that it doesn't spoil your tips read- 
ing enjoyment too much. 
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Veteran dungeoneer Khalid Howladar has braved all manner of 
hideous nether- beasts to provide all you floundering adventurers 
with the information needed to defeat the foul minions of Dran 
Draggore, starting this month with full maps and guides to the first 
six levels! 



(B) This is a graveyard. Dig 

up the grave? to reveal* 

femurs and iktilli which can 

be resurrected later, if yog 

wish. 
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FOREST 

This is just a little taster of things to 
come. Dire wolves are on the prowl 
but should prove to be little effort 
for the party to defeat. An old 
woman is also wandering around 
and if you talk with her she will offer 
to lead you to the Temple, Numerous 
rock j can be found and can be used 
to aid exploring fuse as markers) as 
well as combat. 





KEY 


A Stairs Up 


■ Wall — Door 


▼ Stairs Down 


lllusionary Moveable Wall 



(X) You start here! 



(C) The entrance to the Temple. 
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(A) Down the hidden steps 

(look around!) lie some rotten 

food, some +2 leather armour 

and a mage scroll of Blur. 
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KEY 


A Stairs Up 


g Wall — Door 


T Stairs Down 


lllusionary/Moveable Wall 
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(B) The secret wall leads to a 

room with the Ankh symbol 

(Egyptian for Life) on the wall. 

Here you can resurrect killed 

characters. Only use this to 

revive NPCs - for party 

characters just load in the 

previous saved positions. It only 
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TEMPLE LEVEL 1 

The two priests here seem rather 
friendly, but looks can be deceiv- 
ing. Needless to say that they try 
to prevent ypu from entering the 
temple and so must be killed. 







II 


(A) The elegant carving on the 

wall is of vital importance - you'll 

find out why later on. 
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CATACOMBS LEVEL 1 





KEY 


A Stairs Up 


| Wall — Door 


▼ Stairs Down 


lilusionary Moveable Wall 



NASTY NASTY 

Here's a quick guide to some of the creatures you'll encounter on 
the first six levels. Generally, when fighting larger groups use Hold 
Person spells. Also, it's best to fight in doorways and corridors so 
that you don't get attacked from the flanks, although you can still 
be attacked from behind. 
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TEMPLE GUARDS 

These guys are fairly tough for the 

inexperienced party, and often throw daggers. 

These move slow and are easy to dodge. 



GIANT SPIDERS 

These have a poisonous bite so try to engage them 
at a distance, If you are forced to fight dose then 
Dwarves with high CON values are highly resistant 
to poison. 



CLERICS 

Beware of the Hold Person spells they cast, as 

these can end your quest rather quickly. Its best 

to have at least a couple of Remove Paralysis 

spells handy. 



WIGHTS 

These guys are a serin us danger if faced 
unprepared. They seem highly resistant to magic so 
spells which improve physical attacks are more use- 
ful. Remember that edged weapons do half dam- 
age against skeletal beings. 




(A) These guards attack you, When killed one drops a grey key. 

(B) Within this room there are three packs of iron rations. 

(C) Hack open these barrels to reveal either rations or magic dust 

which, when used by a mage, cast the spell Stone To Flesh. 

(D) A thief called Insal is imprisoned here. Free him and he will ask to 

|oini your party. Should you let him, he'll thieve a possession while you 
are asleep. Its best to tell him to sod off. But don't think you'll have 

seen the last of him. 
(E) The guards appear when you step onto the closed pit. One of 

them drops a grey key when killed. 
(F) The steps lead to a little section where a scroll of Lightning is to 
be found. If you get trapped in the small room after falling through 
the pit, a small object thrown through the gate should hit the switch 

and free you. 
(C) Here lies the horn caJled North Wind. Along with the other three 

it is used to break the seal on Temple level 1 . 

(H) A grey key can be found when one of the guards here are killed. 

(I) These steps lead to the next level. 



MARGOYLES 

These winged beast ies are pretty hard. Apart 
from being seemingly immune to non-magic 
weapons they also inflict hefty amounts of dam- 
age with their attacks. 




GELATINOUS CUBES 

These are pretty slow hut prove to be a serious 
inconvenience. Should they attack you, they'll 
devour an item such as your prized +2 Plate Mail, 
so be careful and destroy from a distance. 



GIANT ANTS 

These are basically the same as Spiders except 
for the fact that there are a kit more of them. 
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CATACOMBS 
LEVEL 2 



(A) Pulling the lever makes a 

Skull key appear on the shelf 

and fires a f irebad. So step back 

to dodge it then get the key. 



(B) A Skull key is dropped when 

the priest is killed, 



(C) A +l robe, +1 dagger and a 
Skull key can be found here. 



A Stairs Up 


KEY 
| Wall « Door 


▼ Stairs Down 


III lis ionary. Moveable Wall 
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(C) A +1 robe. +1 dagger and a 

Skull key can be found here. 



(D) A scroll of Neutralise Poison 
can he found here. 



(E) Among other things here 

you find an +2 axe, a +2 sword 

and two scrolls of Cure Serious 

Wounds. Nearby is a Darkmoon 

key. 



(FJ Shorn Diergar is imprisoned here. 

Depending on your party you may have 

different preferences as to who you want 

a5 5th and 6th companions. If you want 

him to join your party and he doesn't ask, 

reload and try again, 







(G) San-Raal is here, albeit in a 
slightly dead form, so he needs 

to be resurrected, 




(H) After slaying the Clerics you 

should find a whole load of 

equipment (some magicj and 

Calandra, She should ask to join 

your party and being a Level 9 

fighter it's best to accept. 



(I) A horn called East Wind tan 

be found here along with 3 few 

potions. 



(J) The wall here is frail and can 

ha broken down, 
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(K) It is impossible to sleep on 

the level below, so rest here to 

heal up and prepare your spells. 

Once through the first door 

there is no turning back as it 

seals behind you. 





KEY 


▲ Stairs Up 


| Walt — Door 


▼ Stairs Down 


Ulusio nary Moveable Wall 
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CATACOMBS LEVEL 3 

(A) Those oh-so-conf using spinners reside at these 
positions so lake care and make sure you don't get 

confused. 

(B) Keep an eye out for the Spider key. 

(C) Present here is a cursed sword, +1 shield, +5 
bracers of protection and a +1 staff. When they are 
removed, two walls nearby disappear revealing 
some Margoyles. 

(D) These steps lead down to the next short level. 

(E) Here be a mage scroll of Remove Curse. 
(FJ Scout around for a +1 robe, mage scroH of 
Haste and a Spider key. Also here is a portal that 
leads into Level 2 of the Temple after activation 
with a stone artifact. 

(G) The solution to this pressure pad conundrum 

was given in last month's Carries Surgery. 

(H) This passage if followed right to the end teads 

back at Level 2. On the way you should come across 

the South Wind horn and scrolls of Detect Magic, 

Shocking Grasp, Fireball and Raise Dead, 

(I) In this section there ste numerous illustonary 

walls. Also around are some + 1 and +2 arrows, fire 

spheres {allows anyone to east one fireball}, Spider 

key, stone gem, lortg bow and a +2 cloak, 

(J) A Margoyle drops a grey key when slain. 
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CATACOMBS LEVEL 4 
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(A) Here you'll find a skull, 
rotks arid it +2 diiqcjcr. 







(B) Here there are some darts, 

a +1 dagger, j +1 shield, some 

chainmaH, a t '.mud and a 

Darkrrvoon key. 



(C) liMik cud fur some pkH<' 
mail, » 1 long sword <ind ihe 

West Wind horn. 
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A Stairs Up 


■ Wall — Door 


▼ Stairs Down 


II In si onary. Moveable Wall 



I 



m 

09 

m 







B 








■ 


















■ 




■ 


































c 







m 



IUEXT MONTH! Down, down, deeper and down. 
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Virgin's epic strategy 
adventure can at 
times be almost as 
confusing as the film 
it's based on. So, 
what you need to 
help you through all 
those convoluted 
plotlines on the way 
to success is some 
top tips from, yes, 
you guessed it, the 
men behind the 
game. Take it away... 



Spice is the most important aspect in 
the game. It can be used to purchase 
equipment and weapons from 
smugglers and, of course, you need 
to have enough to keep the 
Emperor happy for when he calls 
every five game days. If you fail to 
have enough when the nest dead- 
line rolls around, you'll be killed. 
To make sure you have the spice 
available, the first six Fremen you 
recruit should be ordered to mine 
spice, These six should be left as 




spice miners for the rest of the 
game. Their skill will increase rapid- 
ly until they are experts, at which 
point they will mine an area clean In 
a very short time, Keep ^n eye on 
them, and when an area becomes 

^ black move the troop else- 
where. 




It is best and most efficient if only 
one Fremen mines an area, as your 
resources are then used more effec- 
tively. In the early stages of the 
game, spice mining is slow, so make 
sure that you equip Fremen with 
harvesters as soon as you can. When 
Duncan tells you about the worms, 
equip all Fremen mining spice with 
Ornithopters within five days. If you 
do not, the harvester that they have 
will be lost and your capacity will 
drop dramatically. 

ARMIES 

You cannot choose the Fremen occu- 
pation of ARMY until you have 
found their leader Stilgar. When you 
encounter him, there will be anoth- 
er troop with him. Wake sure you 
speak to Stilgar first. When Stilgar 
joins you more Seitches will appear - 
visit them al! and select the ARMY 
occupation for each troop. Send all 
of the troops you now have training 
in Combat to the same seitch and, 
when they arrive, send them all to 
search for equipment, 

It is imperative that you visit your 
army troops at least once every 
seven days, else their morale will 
drop. Also, take Gurney to the seitch 
your troops are training in, as this 
will make them train faster. 



Sietch: 
Carthag-Harg 




Any new troops you encounter 
should be trained as army, After you 
encounter Kynes you can train 
troops in ecology, the decision is 
yours. Send these troops to seiteh^s 
close to the seitch that Gurney is 
located in, NOTE that you can only 
have a maximum of seven troops at 
any on^ seitch. When you have a 
Fremen who is an expert, send him 
to a seitch that has other troops 
training in combat. This will affect 
the speed at which these troops 
increase in agility. 

The second troop to reach expert 
level should be sent on espionage. 



Make sure this troop is close to th* 

blue area on the globe map. If yo<- 
are told that there are no 
Harkonnen fortresses near, move the 
troop elsewhere and try again 
When a troop locates a fortress 
leave them there for at least three 
days, contacting them every day 
After three days, move him back tc 
a seitch and send him off again. 

The next four expert troop: 
should be grouped together, Make 
sure that each of these four troop 
has a weapon, When they are all a- 
the same seitch, send them to a 
fortress and they will attack it. Wher 
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you have taken a seitch, check the 
equipment there and give it to the 
troops that attacked it or, if they 
already have weapons, to other 
troops. Go to the fortress you have 
just acquired - most of them have 
Fremen troops in them. Rally the 
troop and select an occupation. 

The first area of the map that 
should he cleared of Harkonnens is 
the area above the seitch where you 
first encountered Stilgar. When 
there is room at the seitch where 
Gurney is, send troops there to be 
trained. 

When attacking a fortress,, you (as 
Paul) can go there yourself. Your 
presence affects the battle, improv- 
ing the morale of your troops arid 
making them fight more fiercely. 
This can, and usually does, sway the 
battle in your favour. But beware - 
Paul will die if you lose the battle, so 
always save the game first. 

ECOLOGY 

Ecology is a useful way of removing 
Harkonnens from se itches and 
fortresses. It is also the quickest and 
most effective way of increasing 
your troops' morale. Before planting 
seeds, make sure the area is free 
from spice, and that the two areas 
above are clear also, The seeds pro- 
duce moisture and any spice in the 
vicinity is lost- Remember though 
that where there is no spice, there 
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will be no Harkonnen troops. 

If your troops are low on morale, 
change their occupation to Ecology 
and make them construct a wind 
trap. When the wind trap is com- 
plete, revert the troops back to their 
original occupation. Their morale 
will halve, but it will still be better 
than it was originally. 





We've spotted three troops of 
Fremen -around the palace and 
I've sent Gurney H-aUec-k to 
m*et them, hVsnot returned 
yet. &ci there and see what's 
keeping Gurney. 
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Spread troops out across large areas 
of seitches. Leave them there for a 
few days and then visit them, Do not 
talk to them at a distance - always 
visit them at the seitch. The Fremen 
troop will have searched the area* 
and may very possibly have encoun- 
tered a seitch, if they will tell you the 



direction in which to travel. Make 
sure someone is with you at all times 
when looking for seitches, 

You can also find seitches by fly- 
ing, or riding a worm over arVarea of 
the map. Look at the spice density 
map - any large areas that you 
can see probably have a seitch f 
in them. / 
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It's back and its BAD. Yep, iWthe sec 
part of our complete AddarAilFamily 
solution. So, continuing fromNScQQ^bre left 
off last month... 




Climb down the rope and enter the 
door, drop off the platform and 

walk left into the wall. There are 
hidden points here. Get onto the 
moving platform and proceed right, 
You must jump the spike whilst on 
platforms. If you cannot see a jump, 
jymp slightly out to the right, then 
pull back to the left -this will scroll 
the screen. When you come across 
the first switch, hit it and then go 
back until: you reach a hole in the 
floor. Fall down and collect all the 
coins, then return to the right and 
exit, 



SPOOKY 

You are now in the graveyard, Once 
again proceed fight, watching out 
for the fire that falls from the pump- 
kins above you. You will reach a 
large white monument. Enter it 
from the side you approach from, 
You're now in the crypt, This is 
where Wednesday is being held. 
Walk onto the lift and go to your 
right. You will face three flying 
skulls - go past these, jump the gap 
and drop down the next gap. Collect 
the coins, drop down and hit the 
wall on your right. There is a "Super 
Gomez" hidden here, Walk left and 
go through the side of the screen, 
walk straight through the green 
baddy in front o( you and hit the 
switch to make a section <>F the ftooi 

:|>v,|.,p ii I ■ i :i f i I'M oiKjh . j r ' : I ! Iic-n 

down to the left. Collect the heart 
and fall riqht and walk off the 

^ screen to the right. You will 
come across another swinh 



hit it and continue right until you 
reach the end of the level where 
there's another switch. Ignore this 
and go right. 

You now enter a room with some 
tricky jumps. Firstly fall straight 
down and, at the bottom, pull in to 
your right and hit this switch, then 
jump up and to your right. You must 
make your way up and around and 
down to the far right. Hit the switch, 
then make your way to the top right 
and exit the room. Continue right 
but watch out for the fish -firing can- 
monballs. You come up a screen with 
a Fercopter above you. Use one of 
the jesters to get the height to make 
the jump. 

Go back left with your hat, where 
the three stars are falling and rising. 
Fly up to the top of the middle col- 
umn avoiding the stars - this is a 
short cut, Walk right along the this 
corridor and collect all the pick-ups. 
Keep going right until you reach a 
switch. When you puN this the clocks 
below will disappear - pull right and 
fall down the hole to the far right. 
You will fall on a block. Walk right 
and fall down, then go right again. 
You'll come to a switch that creates 
blocks above. Make your way to the 
top, jump left and you will land on a 
ledge. Collect all the coins, fall down 
and right and exit. 

FISHY 

There are two fish here, firing to the 
right, and above the first one is a 
speed-up. Collect this, go right and 
hit the switch. Use the balls fired by 
the fish to jump up and right, and 



J, T> -- — 


i — 

^ i 

**. i — . — 












Mr 

















- ¥ 


1 





continue right until you reach a 
moving platform. You must crouch 
in front of this so that it will push 
you through the gap, You will come 
across a switch that is out of reach , 
so to get to it bounce off one of the 
balls fired by the fish. Repeat this for 
the second Switch but ignore the 
third one. Continue to the right until 
you come to another switch that is 
out of reach. Ignore the nest switch 
and carry on to the right. 

You will then enter a room with 
a switch directly below you. Hit this, 
jump across to the right and hit the 
other switch. Exit the room at the 
top right, then go across to the top 
riqhl again and hit the switch, then 
f.lll down Ihr lioll* in the middle. 
Jump Irmn Ihr bubble lo I hi 1 ' plril 
form above and IH1, proceed IHt, 
drop down .iml w,iik right until you 
seeaswihh above you. Hit this and 
drop back down, bounce off the 
bubble, jump right and you nan 



enter the wall and collect all tfw 
coins in (he secret room. Jump outtt 
the right, then exit to the right, 

RESCUING 
WEDNESDAY 

Continue right - you will have tc 

use the bubble to get across somi 
of the fire pits. You will then see ; 
switch and a heart slightly higher It 
the right of it - hit the switch anc 
collect the heart by jumping on 
bubble. Walk right until you see r 
wooden door, Enter here and yen 
will meet the Goblin. Jump on th* 
blocks and then onto the Goblin 
head to kill him and collect the ner 
l ixh- 

Drop to where Wednesday i 
standing and walk-left through th< 
wall to exit the room. You will col 
leel three extra lives, Exit througt 
the door and out above you to th* 
left. 
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COME OUTSIDE 

You are now back out in the grave- 
yard. Jump on a haddie and spring 
right onto the top of the Crypt, then 
walk right and off the end. Continue 
right until you reach a gravestone. 
Walk towards this and you should 
drop down underneath the grave- 
yard Ma k e you r way I eft an d u p col- 
lecting as many lives and coin* a* 
possible. (MB: There are two exits on 
the left side, top and bottom. The 
bottom one goes nowhere but con- 
tains three extra lives, so come here 
first if yoy're short of lives.) Then go 
up until you see a "Super Gomel" 
icon which you can collect by bounc- 
ing off the rabbit underneath. Once 
you've got it, go left then down and 
continue left until you come to a lift. 
Go down it and collect the coins and 
Fezcopter. Get back on the lift and 
go right, fly up to the top, collect the 
coins and go right again, collect the 
heart and lives then drop down to 
the right. Go a little to the left and 
then down. There should be some 
coins near the floor - collect them 
and go left to come to the end of 
this section. Exit to the left and there 
will be some coins in front of you 
and ain extra life above, Collect these 
and continue left, collecting the 
icons as you go. Although this looks 
like a dead end if you jump up onto 
the ledge at the top left you can 
walk through the wall. 



SENSATIONS 

Vou're now ill a new section with an 

enit up and a level left. Don't go left 
as you will return here later. Jump 
up through the exit and make your 
way left. You will come across the 
front of the house but you will 
notice that the baddies are different. 
Do not go into the house, but con- 
tinue past it until you come to the 
gallows. There is a hole underneath 



but do not go down it - instead climb 
the rope and collect the Fezcopter. 

Fly up to the roof and go down the 
chimney, collect everything you can 
find and go out the other door. 
When you come, out pull down and 
enter the chimney again. Collect all 
the icons and exit. 

Now jump up to the next part of 
the roof and collect the coins and 
heart, Fall off the house and enter 
the hole under the gallows. As you 
fall through, pull left and you will go 
through the wall. Collect the coins 
and heart and walk through the bot- 
tom right wall. Continue right, col- 
lecting the icons as you go, jump up 
through the exit at the end and you 
should find yourself back at the gal 
lows. Climb the rope and collect the 
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Fezcopter. Fly straight up and you 
will tome across a Super Gomez. 
Collect this and then complete the 
chimney sections again, as they are 
now different. Return to the house and 
enter the very top door to get to... 

THE TORTURE 
CHAMBER 

Proceed right (you can jump through 
and duck under the chains). Enter 
the first door on the right, drop 
down and enter the door below. 
ignore the first door and carry on to 
the right. Bounce off the bubble and 
enter the door. Collect all the coins 
and exit. Return to the left and enter 
the door between the two blocks. 
Go right and enter the door. 

When you are on the next screen, 
jump on top of the door and enter 
the secret door there. Collect all the 



lives and coins, then enit and con- 
tinue to the right exit door. You will 
then be in a room with two doors in 
between two columns. Collect the 
coins and enter the door on the 
right. Continue right until the end of 
the level, but jump above the door 
and enter a secret door above. This 
is another bonus room - collect the 
coins and emit. 

Enter the door below, go> across to 
the right and enter the next door. 
Once in this room, drop down and 
walk into the wall to collect the hid- 
den points.. Then carry on to your 
fight and use the bubble to jump 
across the spike pits. Enter the secret 
door above the normal door and col- 
lect the bonus coins. You will see an 
extra life - jump on top of the door 
and onto the platform above. Walk 
left through the wall to collect the 
life and exit via the right-hand door. 

RESCUING PUGSLY 

Drop down and enter the door 
below you. You now have to fight 
the executioner to free Pugsly. Use 
the iedg_es at the side to jump on his 
head, avoiding the spinning discs, Do 
not exit through the door, When you 
have beaten the executioner, stand 
on the pipe, pull down and collect 
the coins. Repeat this until you've 
got them all, then exit through the 
door to pick up the next code. 



NEXT MONTH! With Wednesday and Pugsly 
rescued, we'll go and get Uncle Fester and 
Granny Addams... 
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LeChuck's 
Revenge 
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It's showdown time! Guy brush and LeChuck square off for the very last time. 



PART THREE - 

LeCHUCK'S FORTRESS 

Having clambered out of the packing crate, go right and up trie stairs, You 
should find yourself in the sign room, Go down the left passageway... 












,., Where you'll find a series of carvings. Did you remember to write down 
the word* from the song that your Ma and Pa sang you earlier on? Ho? Oh 
dear, you really should have- The bizarre carvings are in fact secret doors - 
give 'em a push and they'll open, letting you through. If you go through 
the doors marked with the correct sequence of bones from top to bottom 
then eventually you should find yourself in the hallway to LeChuck's 
throneroom. Ignore the locks • just use the door and a doggie door will 
open. Step through into... 



PART FOUR 

DINKY ISLAND 

On the beach at Dinky Island, grata the bottle on the 
share, the martini glass at the bottom of the still and the 
crowbar. Use the crowbar on the barrel to be rewarded 
with a crunchy cracker, which you should give to the par- 
rot. Remember what he says. Go left into... 
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...The jungle. Turn left at the T-junction and keep trotting on until you find 
a tree with a bag hanging from its branches. Use the crowbar to smash the 
bottle and us* the broken bottle to slash open the bag. Pick up the cracker 
mlM that falls out and return to the beach, Fill the martini glass with salt 
water. Use the glass with the still to produce some salt and use it with the 
cracker mix to get two crackers. Have a chat to Herman about hit beliefs 
and then, when he asks you a question, go back into... 
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I ...In the dungeon with Wally, hanging over a pit of 4(id. Use your straw on 
that green goo you made earlier and spit on the shield to your right. Keep 
spitting until you put the candle out with some nifty deflection. Use the 
The throneroom itself- Try to pick jail key on the wall. You'll have no luck matches (they're in the Ju-Ju bag) to cast some light on your current 



because LeChuek will capture you first and chuck y< 



predicament. 
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— Ih« jungle and get the rope from the boic. Open the boM with the crowbar and take out the dynamite. Fallow the parrot's earlier directions. Keep giving 
the parrot crackers for new directions until find out how to reach the cross. Use the s.how-1 cm the cross then, when you hit concrete, light the dynamite 
and put it in the hole... 
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LeC buck's 
Revenge 






TIPS 



in thii room use the glove* and ti*« balloon on the helium cylinder. 
Operate the coin-return slot on the grog machine. When LeChuck appears 
and bends to pi tic up the coin make a grab for hit underwear as he bend* 



PARENi: 



>*«*r 




^j^ 





In this first-aid room pick up your dad's skull, open the bin and get the sur- 
gical gloves from inside and take the hypodermic syringe from the 
medecine drawer. 
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...Mow, when LeChuck appears, M*e the syringe with the doll and when LeChuck staggers off follow him to find 
out the secret of Big Whoop And if he moans about it, try pulling his leg... 
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Is Virgin's British- 
made adventure 
causing you muchos 
brainache? Never 
fear, the game's cre- 
ators Revolution are 
here with a fine 
selection of clues for 
some of the game's 
thornier problems.,. 



THE FIRST BIT 

There's nothing worse than getting 
stuck in an adventure right at the 
start, so to help anybody who's still 
having trouble making it into the 
outside world, here's how to escape 
from the Skorl dungeon... 

First off, ensure that the Skorl is not 
about to enter the cell ■ in other 
words, wait until he's just left. PULL 
the torch from the wall to set the 
straw on fire. Then stand in the bot- 
tom-left corner by the door and wait 
for the Skorl to come in. When he 
runs, over to the fire, walk out of the 
door. Once outside, CLOSE and then 
LOCK the cell door. 

Go to the Guard Room and GET 
the knife and the bottle. Then USE 
the knife on the sack, LOOK at the 
sack to find a coin, then LOOK at the 
barrel to discover the tap, USE the 
bottle on the tap, then go to the 
Torture Room. USE the knife on the 
leather cord around Rat pouch' 5 feet 
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to release him. Go back to the outer 

cell, GIVE the manacled prisoner the 
bottle, then TALK to him. Once 
that's done, TELL Ratpouch to push 
the bricks in the wall, and then fol- 
low him to freedom. You'll now be 
Outside the castle in the village, 
which is where you'll find these inci- 
dental clues useful... 
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THE VILLAGE - 
SOME CLUES 

If no-one is willing to tell you where 
Goewin is, visit Morkus. He has the 
information you're after - but you 
need to make it worth his while. 
Examine all the signs in the village - 
one of them will tell you what to do 
with that gem you've found. 

If you're having trouble getting 
into Taidgh's house, remember 
that's it's not good enough just to 



have a lockpick. You need to give it 
someone who can use it properly... 

■ Unable to work the aperatus in 
Taidgh's house? You need the 
Tinderhox, Taidgh's diary and an 
EMPTY flask. 

■ If you want to know how to find 
the dragon, find the monk's lost 
book for them (after freeing 
Goewin), and they will help you in 
return. 

■ In need of a herb to give to ' 
Goewin? It's a very long story, so 
find the right person to tell it to 
you... 

■ Need to get through the 
Weregate? Talk to Ultar then find 
yourself a pair of false breasts or a 
real woman. 

■ You need to be in two places at 
the same time in order to get 
through the Skull doors, so you had 








better get some help from Goewin 
■ If you're having trouble getting 
into the castle after visiting the 
dragon, you need to look into the 
Skorl's behaviour... 

OH, AMD... 

Some interesting things you might 
like to try, For example, try getting 

into the Monk's Lodge when the 
door is locked. Or persuading Gwyn 
to help you enter the caves. Or look 
ing Ratty in the cell with the Skorl 
Go on, give 'em a whirl... 
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CIVILIZATION 

Microprose) 

* couple of smart titbits for Sid 

Weier's strategy epic If you're find- 

ng that it's always the same enemy 

firing you hassle hold down ALT 

■id press R to instantly randomise 

lie personalities of the leaders of all 

"j»e Civilizations! Also, on some early 

efsions of the game, holding down 

t\n. iHIFT and pressing 123456789 in 

ing jrn gives you a complete world map 

[he ■Tat allows you to see into enemy 

[he 1m and generally peek behind the 

<*res. This feature was distontin- 

jed after the game's first release. 

art it's worth a try all the same. 

-ht 

he 'USHOVER 

tyt\ Ocean) 

3k- Many thanks are due to the boys at 

irl. Itaan for this complete set of level 

odes for their top puzzler. ▼ 



WIZZY'S QUEST 

(The One) 

We've had a terrific response to this 
jolly little PD game featured on our 
coverdisk two issues back - including 
a glut of hints, tips and cries for help. 
So, with thanks to Greg Pankiewkz 
among others, here's the complete 
set of level codes to help you reach 
that oh-so odd end sequence. |Note 
Level 25 doesn't have a code, as it is 
a bonus round J. 

5 - WISEMAN 
10 - DOORWAYS 
15-MAGGIT 
20-X-MAN 
30 - HAWKEYE 
35- AMIGO 
40- CADE 
45 - A5TRQNUT 
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00512 


21. 


15878 


41. 


31246 


61. 


17982 
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29439 


2 


01536 


22. 


14854 


42. 


32270 


62. 


16958 


82; 


30463 


3 


Q1024 


23. 


14342 


43. 


31758 


63. 


16510 


83. 


29951 


4 


03072 


24. 


10246 


44. 


29726 


64. 


16511 


84. 


31999 


5 


035B4 


25. 


10758 


45. 


30238 


65. 


17023 


85. 


32511 


6 


02560 


26. 


1 1 782 


46. 


29214 


66. 


1B047 


86. 


31487 


7 


0204B 


27. 


11270 


47. 


28702 


67. 


17535 


87. 


30975 


a 


06144 


28. 


09222 


48. 


20510 


68 


19583 


88, 


26B79 


9 


06656 


29. 


09734 


49. 


21022 


69. 


20095 


89. 


27647 


10. 


07680 


30. 


08718 


50. 


22046 


70. 


19071 


90. 


28671 


11. 


07168 


31 


03206 


51. 


21534 


71. 


18559 


91. 


2B159 


12. 


05122 


32 


24590 


52. 


23582 


72. 


22655 


92 


26111 


13. 


05634 


33 


25102 


53. 


24094 


73. 


23167 


93, 


26623 


14. 


04610 


34. 


26126 


54. 


23070 


74. 


24191 


94 


25599 


15. 


0409 8 


35. 


25614 


55. 


22 558 


75. 


23679 


95. 


25087 


16. 


12290 


36 


27662 


56. 


18494 


76. 


21631 


96. 


08703 


17 


12802 


37. 


28174 


57. 


19006 


77. 


22143 


97. 


09215 


18. 


13826 


38- 


27150 


58 


20030 


78. 


21247 
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10239 


19. 


13314 


39. 


26638 


59 


195 IS 


79. 


20735 


99. 


09727 


20. 


1 5362 


40. 


30734 


60. 


17470 


80. 


28927 


00. 


44543 



Phew! After that hefty main course of detailed 
hints, dues and solutions, what you need to settle 
your stomach are some wafer-thin, bite-size 
morsels of choice cheats. So here they are. And if 
your indigestion persists, you can always pop 
along to our regular Games Surgery to make an 
appointment with the good Doctor. 






(The Hit Squad) 

With this little baby recently released 
on budget, we thought we'd dug up 
this cheat that should help relieve 
some of the frustration. At the start 
of the game, walk right until the first 
dustbin appears, kneel down and 
keep shooting it until it turns blue. 
You should now find that typing 
BLAST wilJ set off a handy smart 
bomb- 

PROJECT X 

(Team 17) 

Actually, this is a bit of an un-tip. 
You may remember that last issue 

we (amongst others) printed a cheat 
that supposedly got you into the 
game's bonus level. It now transpires 




that the tip was a hoax and no such 
bonus level exists. We thought we'd 
better let you know in case you were 
going out of your heads wondering 
why it wasn't working. Sorry chapS: 




Ill 
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THE GAMES SURGERY 

Due to circumstances beyond his control. Doctor David 
Upchurch has been forced to check into a private alcohol reha- 
bilitation clinic for a few weeks. Fortunately, Doctor Gary 
Whitta has returned from vaccinating orphans in South 
America to fill in for him while he's drying out. The surgery is 
now open, would the first patient please step this way... 




© 



Dear Doc! 

There is only one way of say- 
ing it - I need help! I can't get 
far on Fire & Ice or Harlequin, 
and I've been trying for ages! 
Are there any cheats for either? 
Yours sincerely, 
Simon Barker, 
Norwich. 

Tut tut tut, Normally I don't 
approve of dispensing medication 
to patients who think that short- 
term medicinal remedies are the 
answer. Considering that Fire & Ice 
hasn't been out very long, I find it 
difficult to believe that you've been 
trying "for ages". Unfortunately, 
no help is available anyway, as 
medical science has tried and failed 
to find any cheat modes for either 
of The two top platform games. 
May i suggest you try out the old 
adage "practice makes perfect"? 

Dear Doctor 

I have been playing R-Type II 
for one month and- it is driving 
me mad! So please could you 
tell me if there are any cheat 
modes at all. 

Yours hopefully, Hadi 

Siddiquee, 

Newcastle on Tyne. 



ONE MONTH? Is that all the time 
you give a game before resorting to 
medicai science to solve your prob- 
lems for you? Hmmm, I'm not sure 
if you really need rny help, I think 
a little more patience would be 
more in order. But seeing as you 
said please, I'll help you just this 
once with an experimental remedy 
you might like to try, During play, 
pause the game and hit the left 
mouse button. The screen border 
should turn green. If it doesn't, hit 
Fl and that should do the trick. 
Now, when you unpause, you will 
be invincible to the aliens and can 
only be killed by running into the 
background. I'm also sending you 
my leaflet on cheat mode addic- 
tion, | expect you to read it. 



Dear Dr Upchurch 

I was wondering whether you 
have any cheats for Hytoris and 
Battle Squadron. I have been 
playing them for one year and 
only got to the 3rd level of 
Hyhris and the 2nd level of 
Battle Squadron. They are both 
really annoying me. 

Yours hopefully, 
Ross Stephens, London 

I can indeed help you with both 
games. For Hybris, enter your name 
as COMMANDER on the high-score 
table. F10 will then make you invin- 
cible, F9 skips levels ancf F2-FB 
equips you with extra weaponry. 
Also, hit space on the title screen 
(after the cheat) to access a special 
options menu. On Battle Squadron, 
typing CASTOR during play gives 
invincibility. Use the function keys 
to cycle through the various 
weapons and power settings. 

Dear Doctor 

Please can you help me, I am in 
a terrible state! I have been play- 
ing and enjoying the brilliant 
Sensible Soccer for the last 
month or so, but one aspect of 
the game is causing me terrible 
frustration. HOW DO YOU DO AN 
OVERHEAD KICK? I can do the div- 
ing headers and everything else, 
but the scissors kidk is a complete 
mystery to me. Is there some spe- 
cial control not mentioned in the 
manual? Please reveal this tech- 
nique to me, as I am bursting to 
do some bicycle shots like Pele. 
Yours frustratedly, 
John Corrigan, Bath 

Mmm... yes. I'm afraid it's not good 
news, Mr Corrigan, Would you like to 
sit down? Unfortunately your condi- 
tion is terminal. You see, despite 
claims to the contrary on the game's 
packaging and advertising. Sensible 
Soccer doesn't actually have overhead 
kicks in it. The feature was removed 
just before the game's release, It's just 
one of those things, I'm afraid, 



Dear Doctor 

l have recently purchased 
Graham Taylor's Soccer 
Challenge, and I am having a 
particular problem that hampers 
my enjoyment. It is that after 
the first couple of games my 
players' overall skills start to 
slowly decline. By the time I've 
reached the half-way stage even 
my best players wouldn't get 
into the North wich Victoria II. I 
don't know what's wrong as I 
train them three times a week as 
the manual suggests- Maybe it's 
something to do with player 
training. The manual gives very 
little information of how to use 
this system, apart from that you 
should use It sparsely to avoid it 
having a detrimental effect on 
your players. Please can you help 
me enjoy this game to the full by 
sorting out this small problem. 
Tim Rank hurst, 
Harpenden, Herts 

if you read last month's tips on 
Graham Taylor, you would have 
found out that, for optimum results, 
you should train your players four 
times a week, not three as the man- 
ual incorrectly states, Now, if you'd 
like to make your way out, I have 
patients with real problems to see... 

Dear Doc 

I am having a lot of trouble 
with Ocean's arcade adventure 
Elf. Please could you prescribe 
something to help me reach the 
later levels. 

Yours tragically, 
Carl Blackyard, Brighton 

I can indeed help you, young man, 
Recent breakthroughs in this tricky 
area of medical research have 
revealed that if you type 
CHOROPOO during play, you will 
receive 99 pets. You will also find 
that pressing W and H turn you into 
a wolf and hero respectively. If you 
have any problems, do not hesitate 
to call me, but remember that I am 



unable to make housecalls bet 
the hours of 9pm and 9am. 

Dear Doctor Upchurch 

I have recently bou 
EVomark's Star Wars trilogy c 
pilation, and one aspect of 
first game is driving me nuts 
the final trench section, 
Kenobi says "Use the forct 
Luke," and I'm told there's a 
bonus for doing so. The on 
problem is, I don't know how 
use the force! Please can y 
help me, as it is making it ver> 
hard for me to get big scor 
Andrew Divldson. Cardr 

Dear oh dear, I thought we'd vacc- 
nated this particular complaint \n 
oblivion years ago. But obviously tr* 
odd isolated case stiH crops up. Tt> 
solution is simple - refrain from firin- 
all the time you're travelling do 
the trench, until you reach 
exha ust port at wh ich ti me you si 
fire a single shot to destroy the De 
Star. This does of course mean t 
you have to avoid the incoming I 
fireballs instead of blasting them, 
as you wiil see the hefty bonus ma 
it well worthwhile. 

THE SURGERY IS NOW CLOSED 
And so another day of healing 
th*r sick and caring for the 
needy draws to a close. Doctor 
David Upchurch will be back in 
his office in time for next 
month's surgery, so if you havt 
a complaint of any kind, pleas* 
do not hesitate to write in. 
Remember, most things can be 
cured if they're caught early 
enough. Write to DOCTOR 
DAVID UPCHURCH MD, The One 
Priory Court, 30-32 Farringdon 
Lane, London EC1R 3AU. 
However, Doctor Upchurch 
regrets that he cannot reply 
personally by mail or answer 
queries over the telephone, as 
he is often in conference with 
his partners lack Daniels and 
Jim Beam. 
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COMPUTE-A-RACE 

'THE HORSE-RACING PREDICTOR' 



.Brilliant piece of software Never had so many winner*.....' 

- Mr B Worthing (CR + User) 

Written enciusinety Icf Ihs Amiga. Cnmpi*-a-Rat£ 1 iS 

'THE Hast fiaong preaclion progr aml'Ow 2 ifas/L ai 
aiH'isrin lesiis liare uiisui&d accurate loreeastinrj and 
sujefh bellipg amice on ARf F'al taliccal f-iunjl race 
FwriringeET SELECTOR, BET CALCULATOR. 
SUlSnCSScwii NOTE BOOK. OtvScibW HELP . 
INKWMAllONanoanMseolUK 
Mill Onto On!) 
Betting Fof Ftilit ISBKling F« f\it 




£14.99 



Ccnoule-A-flaM* (SUndard Ecknn) .£3.99 
(EKdfcG FdiliHil EU.99 

CHEQUES, PD PAYABLE TO HAHDISOFT 

HANDISOFT. 37 Haarsall Lane. Spon End 
COVENTHY CV5 SHF 



DIAL - A - TIP 

Cheats, Tips, and Game Solutions 



CHEATS GALORE 

0891 lOl 234 

MEGATIP GAMESLINE 

0891 445 987 

AMIGA GAMESTIPS 

0891 445 786 

AMIGA HOTLINE 

0891 445 985 

SHADOW OF THE BEAST I AND II 

BARBARIAN II SOLUTION , 

089 I 142 022 
FIRST SAMURAI HELPLINE 

0891 445 926 

MAGIC POCKETS/RODLAND 

SOLUTION 

0891 445 928 

COMPUTER FUNLINE 

0891 445 799 

WHIZZ KID COMPUTER QUIZ 

0891 101 255 

FOR INFORMATION ON ALL OUR 

HELPLINES 

0891 445 904 

ALL LINES UPDATED WEEKLY 

PHOPfllETOR;- JaequNnt Wright, P.O. Bo* 17 Aatitan-Undar- Lym* 

Cell* COll 36p per min al 'cheap rats' and 4ftp p*f rrtln at Other times 







Football Masters is tfw wary latest MuJfrManaoer Football Sanulator for 16 
bit comptrttmy. After 4 years of dtrwilopnien* we are pmud to announce the 
njkjas* of the most curnprehensnie foorijall management game ewer- It's 
waiting to test your skills right nourt Features Lndude:- 

Multi Manager game for 1 to 4 Playens. Three levels af difficulty. 
Match highlights minute by minute, moke substitutions or team change* at any lime- Live 
injuries, yellow/ red Cards and named, goalscorers. 1MB version has. entra Graphics , 
animations and realistic digitised sounds. (An option can turn this feature. off). 

Full UK and European Cup itinerary. Includes FA. League. Zenith Data, Leylarid Daf, 

European , Cup Wirmers and UEF A Gjt». AU cup match tLiles ha w been made as accurate 

as possible Two Leg Ties, Exit a Time, Away Goal Rule. Seeded Draws, Byes, etc. 

All 4 league divisions with play-offs, and league expulsion. 

Real initial, surname, league career records , hesohf aind age entered lor all players as at 

the start of (he 91/92 Season. Five skill raiitigs per player, separate live for goalkeepers. 

Plus 15 other special attributes like Captain. Super Subs & Mobility. 

A lively and real-time transfer market, with an approach facility, negotiate wages and 

contract!. Plus loans, free transfers and trainees. Unique and simple training system to 

improve player stalls. 

High quality printer facilities to list all the vital Information. Masses of historical stalislics 

0<n pasl games, player* and manager. Quick game dala load and save. 

All screens updated quickly and displayed in a pleasant format, which, is easy to use and 

comfortable to read. Fully- mouse operaled. Printed instruction booklet with plenty of 

diagrams. A separate Editor is available to change saved/initial details. 

There are many, many other little things that make "his game the most addictive and 

accurate interpretation of a Football Managers- season, [t would be impossible to list all the 

features in this, advert but we assure you that rhls is the best . We have thousands of satisfied 

customers from OUT previous, edition of this game, many ate still play ling it 1 8 months after 

purchase. See the order farm bekjw for details on how to Order this Incredible game. 

Available for all Atari ST's and Amiga's. PC version coming soon. 




ASM Plus compatible J 4B hour despatch available 
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WEEJTLING MASTM3 



An amazing graphical strategic simulator that's fun For all the family. 0. 1 
or 2 players on keyboard, mouse ot joystick. Pick your move* from the 
selection available and watch your animated warrior batlle it out. Watch 
the energy bar indicators and plan your moves.. 
Vou can edit your very own new wrestler or amend a wrestler already 

created (10 are provided On the game to begin with). You can change any name, colour 
of (ighlS, linings, flesh tone and hair together with all the fighting skill values, weight elc. 
Instructions are also provided which show you how to change the way any wnestler looks 
OT you can create whole new ones. Amiga 1MB RAM. Only £19 95 
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MAIL ORDERS 

Altteprocparns detailed In 1h is adsyert are ccily*^ 

Name Address 



1 have an 



.Postcode Tel 

_ computt,', please send me ihe following items: 



L...I.1 r l;_ 



De^-tiDtkm 



Foorhall Masters 512K 



Football Masters 1MB 



F ootball Masters Edito r ^Ot 51 2K Amiga) 



W restling Masters (AMIGA 1MB ONLY] 
Aninjn 1)1 2K RAM Expansion 



Amiga 51.2K RAM E-jtpanslon + doc* 



POSTAGE iNo n UK add £1.00, not EFPOj 



! you Im * &n?m yiminui ari ar no*: wd j*m» i"ilt Iti numlwiHl Hw|GRAnf D TOTAL 



o: 



Unit Cost 



19.05 



24.95 



12<H) 



19.95 



2') (X) 



:v1.:hj 



1.00 



Coal 



II enclose a ChequOrPostal Order made payable to ESP SOFTWARE . 
Cut out and post tFiis form to:lphotocopies 0* written orders ate acceptable] 
■ ESP Software (TO}. 32a Sorthdhuidi Tto^Jeutfhendfln^^TaMtSSlJJND, UC J 
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Welcome one and welcome all to the best bargain basement in any Amiga mag. If you've 
got no cash, this is the place to be. Although there's not exactly a mountain of software 
released this month, never doubt that whatever the weather we'll always be here to 
guide, you through the eternal maze that is Cheapos. 

CAPTAIN DYNAMO 

Codemasters £7.99 

the same It's a game which 

doesn't off er anything new or par- 
ticularly exciting but is well pro- 
grammed and designed, The 
graphics are quite attractive, sound 
satisfactory and the overall feel a 
very, urn, 'nice'. (One of my English 
teachers told me never to use that 
word for some reason, he used to 
say "It's not in the dictionary" but 
I've just looked it up and it is, so it 
just goes to show that you shouldn't 
believe everything that the grown-ups 
tell you, right kids.?). 

One of the best things about Cap 
tain Dynamo, though, is its well-judged 
learning curve. With each subsequent 
go I progressed further through the 
game and it rwver became a chore hav- 
ing to replay the early levels. Ideally 
suited to younger viewers it's a worth- 
while way to spend a few hours here 
and there and is certainly more 
playable than a few full-price tit 
could mention. Playing Captair 
Dynamo is rather like watching an 
Arnold Schwarzeneggar film - no! 
exactly a wealth of surprises but enjoy- 
able none-the-i' 

RATING 75% 





SOCCER PINBALL 

Codemasters £7.99 
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It J s flippin' fabby football fun", 
claims the the hlurb accompanying 
the Codies' latest offering. Obvi- 
ously with hyperbole like this the 
game's got a lot to live up to. so cou- 
pled with the inevitable comparisons 
with the really rather good Pinball 
Dreams, Soccer Pinball has a lot of 
work to do in the box, Brian. 

The idea behind the game is inter- 
esting, if not a whole Jot else ■ it's basi 
calry computer pinball with some inter- 
esting graphics. The first table we come 
across is, unsurprisingly, based loose- 
ly on a footballing theme. Pop-up pins 
representing the goalie and defenders 
can be removed by a firm boot with 
the ball, leaving the goalmouth free to 
score - a task made frustratingly diffi- 
cult by the lack of power that the flip- 
pers supply to the rather 
Lego-looking ball. Two 
goals later and it's on to 
the next table which. 
quite obviously in a game 
called Soccer Pinball, is all 
about playing cardsf?). 
After that we move to a 
fruit machine and after 

that Well, you don't 

want me to spoil it 
for you, do you? 



Unfortunately, Soccer Pinball simply 

fails to stand up either as a pinball sim- 
ulation or just an entertaining diversion 
for bored soccer fans. The graphics are 
fairly colourful but the sound's restrict- 
ed to spot effects and the ball move- 
ment is as unrealistic as it possibly 
could be, with the sphere soaring off 
into completely random directions 
which bear little resemblance to the 
laws of physics. The gameplay seems to 
require the minimum of skill, the tables 
are confusing and tfie instructions give 
no clues as to what should be going 
on. All in all, it boils down to an excep- 
tionally unrewarding experience and 
one which, unfortunately, cannot be 
recommended, 

RATING 41% 



Captain Dynamo is not your aver- 
age sort of grandad. He doesn't 
sit about all day, talking about 
the war, moaning about the youth 
today and going on about how much 
better it was in his day. Oh no. Captain 
Dynamo doesn't sit about at all He's 
far too busy retrieving the world's 
largest diamond collection from the 
mad scientist Austen Von Flyswatter 
(who writes this stuff?). This is not your 
ordinary platform adventure hero. This 
is Captain Dynamo! 

What all this boils down to, of 
course, is a fairly pleasant platform 
romp, the idea being to clear each level 
of diamonds whilst progressing ever 
higher up the platforms, until the level 
exit is reached. From here our heroic 
pensioner is transported to yet more of 




Ifxw 


£r^r , - FCrJ 


r y 




Mmwmj •- 


r-rn 


& 


at 


*% 


■BIBB* 




OOM5QO £■ 




^^^■■W r 


T T 


^^^ / t r^f 




III ■■» 






- ■ ■ ■ *» ■ 



*-——■->■ • JhMrmii rri 



J*t 



-■ — '—■■- ■ -^ ■■ — - J 






-*— .. 




Fl 

■i 






WITCHBLADE II 

BH £7.99 



The assault on those confound- 
ed consoles continues with the 
re-release Of Gremlin's follow-up 
-o its Core Design-ed hit Switchhlade. 
[The game received high critical 
iapraisal when first published in May 
ast year, being one of the first of a new 
■ted of slick and flashy platform 
parries that have appeared on the 
Amiga with increasing regularity ever 
ante. But does it stand the test of time 
*od the competition of newer games 

be Zoo! and Robocod? 
Right from the start it's obvious that 

e designers set out to create a 

panesc style scrolling shoot-'em-up, 
1 they've succeeded. The main sprite 

ould not look out of place in Akira 
md the rest of the visuals are similarly 
futuristic, with all manner of flying 
rone ships, supersonic jets and beefy 
robots lipping about - exactly the type 
of commuters you'd expect to see trav- 
eling to work in a futuristic, post-AflOC- 
iJyptic City. 

The gameplay is finely tuned as well, 
with the overall player control fairly 
-^raightforward. Running, jumping, 
: mbing and squatting are all easily 

Bcutable and the 'Super Jump' 
becomes second nature after a few 
"imutes. It's also a fairly tough game 

ih Irirge levels and a wealth of bonus 
'Ooms to explore so there isn't really 
iny chance of a quick completion 
unless you're some form of gaming 
super-breed {a bit like us, actually), 

Overall, there isn't much wrong with 
Switchblade II- It's just that now, since 
things have progressed on a-pace, it 
aoesn't seem to be the Amiga's 'Con- 
sale Beater' that most people said it 
was initially. It's hard to find fault, or 
■ndeed highly praise, the game, it's 
between average and good really. If 
•ou buy this game I'm sure you'll not 

- :lh,if:poiriti:-i.-;, but I fee had it n i.i 1 
been so highly appreciated in the first 
2lace I would be happier giving it the 
slightly unimpressive rating it's going 
to receive, which is... 



WING 70% 




SUPERCARS 

GBH £7.99 



R; 



e-release time again, Budget 
Fans! Programmed by driving 

kgame maestro &haun Southern 
(Lotus 1 , 2 & now 3), this is the follow- 
up to Supercars, a well- received vari- 
ation on the overhead SuperSprmt ish 
racing game style. The objective is to 
race through three groups of seven 
courses arranged in increasing diffi- 
culty, eventually emerging as the 
Supercars II Champion. 

Easier said than done, really, as the 
tracks aren't standard by any stretch 
of the imagination, most being 
blessed with jumps, tunnels, oil haz- 
ards and level crossings which all 
make the qualification place (you've 
got to be in the top 5) hard to adw w 
in some of the later levels. If that 
wasn't enough the opponents will 
think nothing of throwing a few mis- 
siles your way or dropping a couple of 
mines here and there (a tactk being 
looked at by the Maclaren Team to 








improve their 
chances of catch- 
ing Nige in next 
year's Formula 1 ). 
Of course, you 
can use these 
devices as well, as 
long as you pos- 
sess the readies to 
buy them. Money 
is earned by finish 
tng well or by con- 
versing with the 
lowest form of life 
- journos from the 
tabloids. They'll offer hard cash for any 
sort of dirt or revelation as long as it 
will sell their papers. These conversa- 
tions happen at random after e<sch 
race and are presented as a multiple 
choice affair. Reporters aren't the only 
people you can chat to and it's possi- 
ble to gain or lose championship 
points depending how well you fair 
against, (can you believe it?) Driving 
Examiners. If you have any friends they 
can join you in the quest for glory by 




racing simultaneously in a split-screen 
duel, whirri, unfortunately, means you 
lose half your field of vision 

At the end of the day, Supercars II 
is a smooth, playable overhead racing 
game, and if that's what you're after 
then there is probably none better 
than this, at least until Team 17's 
Overdrive appears, anyway. 
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RATING 80% 
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COMPETITIO 






WIN! 



j 



A BRAND 



E W A 6 ! 



PLUSI 10 Copies of 
for the grabbing! 



HOI up 




This summer's surprise star has to be cute lit- 
tle Hoi. The game just turned up in the post,, 
out of the blue - no warning, no nothing. 
And here at The One we nearly spontaneously 
combusted with excitement when we loaded it 
up and sampled its hyper-cute graphics, devious 
game design and creamy-smooth payability. In 
fact we were so entranced hy Hoi's all-round 
wonderfulness that we awarded it a more-than- 
deserved 90% rating. 

And now you too will be able to sup on Hoi J s 
delight as it should be hitting a software shelf 
near you right at this very moment. And to cele- 
brate this fact The Software Business are offering 



ten lucky readers the chance to win themselves a 
copy of the binary beauty to play in their very 
own homes and, even better, one of them will 
also win a gleaming new A60D to play it on! 
Good enough for you? 

LET'S HEAR THE CHALLENGE THEN 

Every top celeb has a catchphrase. Michael Bar- 
fytnore has "Al wight!". Jim Davidson has "Nick- 
nick!", Mike Reid has "Migraine!" and Bruce 'The 
Rug' Forsyth's got loads, including "Nice to see 
you, to see you nice!", "Give us a twirl, Anthea!", 
"I'm in charge!", "Didn't he do well!" and "It 
could still be a big night if you play your card's 




right!". And Roy Walker who hosts a gamesho* ] 
called 'Catchphrase' has his own catchphrase 
which is "Say what you see! ". Weird, eh? 

And Hoi, who has now achieved celeb stat„ 
himself, has a catchphrase too, of course. It's no* 
quite as good as those telly comedians' men- 
tioned above but it'll do and it's ... 

HOI. LETS PlAY! 
What we want you to do is make as many wore 
as you can Out Of the letters in his catchphrase 
Bear in mind that each letter can only be used I 
and each word must be three letters long at least 
And no rudies or lewdies - Gaz'll probably b* 
opening the entries and he's very easily shockec 

List all the words on a neat piece of pa per arte 
send it to us along with the coupon below. Tht 
ten people with the most words will win a coc 
of the game while the person with the utmost 
will win the A600, In case of a tie at the top there 
will be a random draw for the winner. Got that' 
Then get thinking! - 



THE RULES 

This competition is not open to employees ■ 
EMAP Images or The Software Business, ther 
friends or relatives. The competition closes or 
October 21 st. The Editor's decision is final an 
no correspondence will be entered into. 



Fill in this coupon, attach it to your list and 
send it to: Hooray for Hoi Compo, The One, 
Priory Court, 30-32 Farringdon Lane, London 
EC1R 3ALI- 

Name:. 






Address: 



-3^. 
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CITIZEN I KFJSE PRINTERS 






ALWAYS A GOOD IDEA 

FREE DELIVERY 

Wriby-JknywhtniinilK "K minimi 



Silica presents some great 
offer* en ma award winning 
range ot high quality main* 
printers From Clllzsn. Each 
CHizen printer is built in frie 
UK lo exacting standards, 
ensuring superb reliability and 
oulpul. Our conlidanoe in 
Citizen's quality is sucn Ihat 
wa are pleased lo include a 2 
year guarantiee with every 
prinler. Plus, it you buy a 
Gliztwi dol malri* primer irorn 
us, wa will give you the Sdica 
Printer Slarter Kit (worth 
££9,381 FREE OF CHARGEi 



FREE STARTER KIT 

Wn* tB aa ■ wih '■•cri alia" del ma** 
i-liid p-i'Kf.-iynSHa 

2 YEAR WARRANTY 

Sllti P««i l 2 i«i "arrjity in:l.rlng Oil Sil 
juhrc nnrto \aft mm tvaytnam pit*P 

WINDOWS 3.0 

trtitrnfom SOilin* 

kduM Mm m S»cj suit* Bit 

FREE COLOUR KIT 

WfflawijPfsiwa.&rtti JiM a* 

FREE HELPLINE 

"rtfcruJ EiBfwi ntipiiK mHi ■sjiim Ma Dunn 

MADE IN THE UK 

[Him pnrwis. in mini/ablinfl IP i!01 iliro>is 



pin PRINTER 



9 pin PRINTER 




144 GPS 30 COLUMN 

Citizen 120D+ - 9 pin - BO column 
144cp$ Draft, 30cp$ NLQ 
4K Printer Butter + 2 Fonts 
Paraltaf or Serial interface 
Graphics Restitution: 24QkS400p> 
Epson and IBM Emulation 
Puis tractor & oottom tesrJ 
FREE Silica Printer Starter Kit 

HUT ,.- oh 

HUGH STftBTf H III £2b 



£115 

WAT=£13*13 ret: PRI 2120 



ittUi. IMtUf 



ON 

tii.fl 



fttnHffWf 111* 



r T»M Ciuiwi 1 ?OD pnnbe" nM puppliod mlh a pmellal 
ulerlAfifi n^ ilorriaid II yflU requiTO a serial i„iei1fin* mslnad 
in jic Ha* i«l PHI 21 25- wtinn [Jaflinjj ynu nrdnr will' : ■ 




COLUMN 



300 cps 

• Gtfelrt Pra*nl ■ - J pH> • IS co/umri 

• SOOcps Draff. Sflqpi 1*0 

• SK ftfUW rA*>r - 3 fortj 

• Pfliaftel HtfBrfuCfl 

• fl.'.iclK3 fltaiUin" ?4(J. ,i*0<^i 
■ Fflflnn Jna fBrVf r.TmlalO'i 

» FflPE Cototi' K,r 

• F/W SiH^ mnlar Slaritv Kit 
Mf .l« 
-n.niii Ut __Ht 
l!MniMttT--B5 

niN •»"* CM 

s«; dm 

ju.itJjmv r;i 



£179 



■ aias ^ptiijMt 





192 CPS 80 COLUMN 

■ CriVjsn Srf 9 - 9 pvi - 30 pnlimri 
> ffbjejp* Brnti ■iBcfis t&Q 
a &K Pwirar Buns' » 3 Ami* 

• PsuaiW tnrertBes 

a Orffitvc* Resolution £W I 'MOtipi 

• Epuwi ?nrj .'AM £itnWanofl 

• FfltTE CcUMir (f* 

• FflEE atca Prniteir Sl**flr Mr 



:n.:un nr ™ 
liMiFHPcn ..fed 
mm jiii ran 

i.: i'J nvs [i » 



£181 



1 92 cps 1 36 column 

• GSzwi Sim** ■ 9 p*l ■ '* catntw 

• SK Pnnlr.' Buttsr * 3 F(Vl*J 

• ^af»^i J™«r(!»Be 

• G/aplttCS RvfotulKXI. 240X{*Otpi 

• Epscn ana \BM Emulation 

• Cutair Optoon 4,iflm l ,ibte 

• FT?E§ SiJftH Pmter Sun* KW 



tTAAlB IF _EN 

iJv.*6 EIE 
ju.nnnti a^ 



£249 



,w.!a» m PWiMt 



SWIFT 240m 

MONO PRINTER 

(COLOUR OPTION AYAaJkBLEi 

SWIFT 240C 

COLOUR PHINTEH 



imnain. at 
w/u. mux- n" 

.WVWC LI ie. 

noFWia 




300 CPS 80 COLUMN SWIFT 240 MONO 

• Qa» Shift MU7IC£ »pm««**m 

■ XOcof sc i'JSohJ. 2*) «w Jf*. «*»M ia 

■ 9 LO r imr: i 2 ScolaW) Fr^s fe toctij 
t 1*FnttCttWig*$btt<xvtuS''CSW f:a "*' 

• Ptiraw PHurite* 

■ rwfttn ftoKAfKfi 3»r38fit» 
t £(*OH IBW. PKCPtti C£L F^*«™ 

• Quflrtp .R"v*ng FjtA^k 

• Arfo Sal Fac*tr - B-mnclMiMl tF. 

• {kvnmvtd kt* W Fvwil tiMiPra Pane*' 

• li»« ftfleruiii* ■ «.i *rtf 

• CUta^ PnHmg Switfin* - -Shift 3«fc, 
Cmmi' WftUw (JnlKnJ - Staft 2« 

IX ftnle' SBiT* .fit 



SWIFT £40C COLOUR 



mf an 

iiwteh an . _ra 
toot muf Elf 

■nit 



£259 



•™, rjM SJ it! Ml J"J l 



4 pin PRINTER 



INKJET PRINTER 



- ! "-,i-.-,^j 



r 



7 




IfhEE Colour krfj 



1 92 CPS 80 COLLJMM 

■ C*zsn ?iM - ?■* put - BO rolymn 

• ISScpf Draft, B4cp3 L<J 

> 9K Printer Buffer * * FfJflfS 

• fjf-i.'if.' ■■.■irV'ff.K-t 

• dtawViips SBJafuton. 360 *' -3ft^ : 

• tTpson and JSW emtiWfflfi 

• FfleiJCa*JwMI 

• FREE Silica Printer Starter Kit 




Lum.«<ir » 

uuu truro m m 

FIMl HUFEBft 

SJiMj cm 

iiifjimitf tm 



£199 



■■ ■-'_/ 



192 cps 136 COLUMN 

• Citizen Swrft 3m ■« pn - f 3B aofUnn 
» S9S1313 CVslr. 6*pe NLQ 

■ BK Pnnte' EUtfA^r * * FOfllS 

■ Pa/aUsf urterfK* 

■ Or^plJrtH flswitilfan.- 3fl»a-360ttiJ 

■ tyaor. iSM *™J NEC P6 E<rvjtalK>n 

■ CtK'ftjf ClpJlDfl Available 

• FREE Smca PnniBr Starter ftf 

MF __ » 
XtlU SlMlbHRI.^ 

rami wiir ran 
<jv.hc ties 

.MI.rjflHTi Oil 



£349 



;ps 80 column 



360 

* Ciliz&n Froiet ■ ink/et - Bv COlwnm 

• 360eps Drafl. Piflqw rVLD 

• SB iuuA Wad - M*idrjsrajF9*ncr^'AI 

• SX PrWJW fiuftsr * 3 Fans 

• Optional HP Cwnpntibia Font CBtrlt 

* PansMsir Interface 

* GMphitX flftSOlUlinn. aOOrfOCKtii 

* HP 063V*! Pft^ 9miV*rirJ(t 



r»r*i mgn- hn 

Hill!' £-10 

iininrB 



£359 



64 cps 80 column 



* Cllzfln Pr44$ rwiflHMfc P'vUW 
» NwifirflKt Pirlmnj on Plam 

• SBtpa LQ ■ *f fluffef » 2 FxVlW 

* Maar and Bwm Papor LMOnp 

• Pa<nM Inmtaea 

* Grxpfiic-i ffotr*/xiti: 3to t 3W4* 

• boson ISM HFC PS & Qto-r efikJaton 

■r ™» 

rg» Miur mi 

UrWC MH 

tniU PrWE- mi 



£219 



L .ViV1..rjJ7 33 rai Pftj;|M^ 



FREE! 

STARTER KIT 

WDflTHjafcJH 
Irrs tWii w »* u> K» fc Bl 
n* ■« lid NHI11 HBi sht •!* 

Cijw ill n*ii p»* ftm 

5*GiS{f4ins 

a ].' -mi *nji -5 ir Ihxn 
a Pn> ■ Omr i» whim : 
I Ifth rrtHimmca* 
at shun ti rm ii nn P»» 
Kcmuu Jktti= iam 

■ ^ [Mkuia L Tflijw 

r m a™tf «# i pnur ad 

jj j .. I, lr, J 11 )H ra> 

* m ii* in SB' i * t'9 J» 

:'lpiHFCP 




^v 



AMIGA 
PRINT MANAGER 

WOBTMEHIO 
IX Jru Pral HMwr ftnKHV 
mm irk rjpj fftae, 
HMn if if C*» ?"«i «■ 
i<ni w^ll "nm p>' 
rtmaifw Frtpg m 
aH mi atai i^i 
L.-S terl » "• ««•« 
Hue ma 

* \rfnmt trtjt imam 

• GimCiHii Commor' 

•3SL 

THMhtMtlbyfllMl 

•fthSml »*Mis«r"'" 
DirmlpiutfaKial Bf«fl 
H,[lill|HPEH.III 



ACCESSORIES 
SHUT AFfBiFflS 

ftrnsm lie CFIH 

!«A III! IK 'jjl'irt iji HI 
PMISI !P«CTHisrtl«^ E^W 

S£WAl rNTEHFALTM 
IHIWialk T»« 

FT^lll»s»^^»,^^t^»al s^a 
wmSHMidii ma 

«rT «EVtif7r fif.P« 
lU-rUiiuaMM? mil 

PUMItfi STAMP 

rv mi 'jocivi in at 
pm-u.'i miSkhx p>C 

CMH3IN7U. AAflaOHf 

FH £» 'ja>'SV , »^?i an 

miHIMfh' 

HI BH '!«15^1>H ■"> E 17 ) 

H Bt SIMnsi Vm rs.ii 
HI l!W n>j«l S»" BV 
fttlMI PMSW* »* B' 1 

CfX.OtW MT9 

>H1 ITS ^5Wl«4l*M osa 

mj. it! «< shu ma 

Mir *c«5sofljEs 

punu malhon [4#.t. 

pmiih wa,w«lfc tar 
rune rSCETMHF rim 



SILICA SYSTEMS OFFER YOU 



mi 



FREE OVEfttttlOHT DZUVERr. On all hairlware oit)*rj shipped in the UK MMUM 

TECHNICAL SUPPORT HELPLINE- T«m ol lscrinicai experts at your S*rvc* 

PRICE MATCH: W» norfTiBJI^i malchi EBmp*titors on a "Same product ■ Sarna pnoo" 

ESTABLISHED I* YEARS: Prowon lrK« rscwrf in prafeBsiona! rjjmputfir sales. 

ffS MILLMMl rtrftAIOVefl Cw/rfr ffff staff): Solid, rdiabl* *rid profi«BtiH>. 

BUSINESS + EDUCATION * GOVERNMENT: VOtiaflt flis«iunts.arailablff«1-3M OBM. 

SriOWflOOMS: Danwnslrfttion and Irainng facihliM e* out London & Siikup ta*ricrwp. 

Tlf£ FULL STOCK RANGE- Altt yfta' requlramarrls from one supplier. 

FRfE CATJLOfiUeS. Wilt be m»il«d bq you wrth offers ♦ 5*fli*»fB ard penptwrat *Mit. 

PArMENJ. MaprcfB*c*dS, caan. Etiequaor nronWyttmii. 
Rnbie win rJeadfl *nsri us buy yeut new pflnler, we suaaMt yiM itviri*™rv ca^a^ull) , aran. WHERE ywi 
buy it Consider wfcji it mil h* like e. tew iTOnflw afiftr you nave maoe your puichavsa. w»»<i vju ™isr 
require adrMonal peripherals and acoessnnoi. it na|p sntf sxhire with yau new pitches* *™a, will ow 
ocmippnir you buy 1ram oonlBCl yw with details & new ^j•o*lct* , *t Silica Svslsm*. am «naur£! Ehal voij 
nil Have nahino 1o W3"y ibaut. We hara Been esiablishMl tpf alirwsi 14 ywrj and wiltl our unrv^llorJ 
emparlance er>r> flupwiiaa, v«e can now dram n> meal our qjbDohh**" rBquiemftnts. irith an umfcrBiandnft 
wr*cn 5 saccrid 10 none. BlK dwi'i |utt u*fr Pur #ord tof it CaiTHBte and reium m cmipcn now Tor our 
lainsi FREE lileratuns and begin to experience ir*e "Saca Syftaiiu Sarvca". 



MAIL ORDER: 

On*! Inm 



Opa-i Mo^Sal » tttmn-A.BOpn< 



1-4 The M^S. Haltoley Rd. Sidcw, 1*H Df\M 4DX Til. DSV3M 
Ha Lalft Hitf-J Otia^ng Fmc Mo P8 



TTTTS 



LQNDQN SMQF: 5Z Tottenham Oguit RcarJ, Lon«n 

QtaiHui Wmn UtofiSal ■ J Mtyr^t iX<n- N« W» Mgnt Ope™^i 



W1P CS* ftl: »Tt-Hu 40M 

In Mti PJ1.3M 173? 



LONUDN SHOP. 



SeHrirJ 

Hilili-Edl SJOam-PWpi 



S5 iin Fknri OsAktI ShtftL Londtliv. W1A IAS- Tall 171-129 1Z34 

LaU "^i. Trujaay j^ rt;.- EaUrwHi Ml* 



SIDCUP SHDP: 

Ogwrg Hwrt. 



1-t Tr* We*? Hathariri)' Rd. 5«fciip. Kent. 

UunSat B.00en>-S3Dpm Li» lafft FmUy ■ ml A"" 



141 J 4DH Til: Ml -30? H11 

Fgn hi>. OS I 304 P017 



■~Tb: Silica Systems, QMEAM-1092-55, 1-4 The Mews, H-ath&rley Rd, Sidcup, Kent. QA14 ^DK 



^ 



I 



PLEASE SEND A BROCHURE ON THE CITIZEN RANGE 



utfUt*Mm/tm\ 



Initials: Surname: 



Company Nama (if *Dp»eatHa). 



Addrese: 



~-\ MAIL ORDER HOTLINE 

5J 081-309 1111 



SILICA 
SYSTEMS 




Postcode: .. 
Tel (Wort): 



Tel (noma): 

I Whet! COmpjUirlSI 

= eXoe"*^^! (,..:« jiw ipwhsnuAiViiav *"n(H ■ ™«— mm* Ba towoiti n» Um mnmatm 



mouitr(s,), if any, do ySU awn? -- - -■- 5iH _V 

-■^^^ . .^^^T^ . --_ -TT^?T.i...._ -T,,.. .-r.in.-» . |i|_j>maa r_lie|- ITk" 7JVJKT IdT III* altiMI KtWTTB ►•*> 



■*— 



I M i ll * 



«MM 



- — ■ 



- -■**- 









PREMIER MAIL ORDER 

Ti'f/es marked * are not yet available and will be sent on day of release, 
/lease send cheque/PQ/Access/Vtsd No. and expiry date (Cheques & PO's payable to Premier 

Mail Order) to : 

Dcpt THO10. Trvbridge Ltd., 8 Buckwins Sq., Burnt Mills, Basildon, Essex. SS13 11JT. 

Hease state make and model of computer when ordering. P&P inc. UK on orders over £5.00. Less 

ban £5.00 and Europe add £1.00 per item. Elsewhere please add £2.00 per item for Airmail These 

offers are available Mail order attlv.-Telepbotie orders: mon-Fri 9am-7pm. Saturday lOam-ipm. 

Fax orders ; 0268 590076. Tel Orders ; 0268 - 590766 Next Day Senile available' ring for details 



4 Wtt&al Drive (1 megl 19.99 

1v2Meg Upgrade , .24.99 

1£ Meg Upgrade, nitnckxk ,. ....26.99 

3D CansfuMon Kil 32.43 

4DGrivin(lMeo| 12.99 

2 Hat To Handle . . 16.99 

Alan 3' Hffl 

Arsenal FC ' 16.99 

Asfiasol Ernprti " 22-99 

Award Winners 16 39 

Addms Family 16.99 

ArBui _._, 22.99 

Air Duel" 22.99 

Air Laid Sea 24.99 

Air SLppofl ' 19-99 

Allered Beasl _....: fj 99 

Agsaurl on Afcatirat 16 99 

AMOS 2999 

AMOS 3D , ...£4.99 

AMOS Compiler 19.9a 

Another World 19.99 

Aikaniod2 6.99 

B17 Flying Fortress (1 mag)' 25.99 

Barman trie C*PWl Crusader 6.99 

Batman The Movi« 6.9B 

BattleCrwas 2 16.99 

Baitietoaas- 1 9.99 

Beaslbitflers 9.99 

Beacr VoJey 6.99 

Board G»niu6 19.99 

SirtB r> Prajr (1 Meg) 22 93 

Sine* Crypt f1 Meg) 1999 

Blues Brothers 1699 

Bonanza feas . .16.99 

4D Boning 16 99 

Bjbbls Baboe 6.99 

BudWw 3.99 

CaW 699 

Camparafl ' ,22.99 

CkII«(1 Magi _ 19.99 

Chart ATlackl ..19.99 

CHasaHQ 6.99 

Capram CollKlion 19.99 

Califdn>a Games . . . .6.69 

California Games 2 ' . 16.89 

Carl Lewis Chalenot ' „ 16.99 

Ca^adar 12.99 

Cadaver Data Dist . „ 9 99 

Caplive „„, 12.99 

Centurion 6 99 

Champions rip Manager (TMag) ifi.gg 

Chaos Engms " 16.99 

ChuCk FlocK 2 " 16.99 

Civilisation 1 1 Meg) 22.99 

Conan The Cimmerian 1 .. . ..19.99 

COrtbnBirtal Circus... . B.99 

CoolCrce Trtins 1^.99 

Cowert Action |1 Meg) 22 99 

CraiyCarsS 16.99 

Cricktfi nlefl .........9.99 

Curse ol .Azure Bonds (1 Megl . . 19.99 

Cyderhall 6.99 

Daley Thompson Challenge 6.99 

Da* Sun : Shattered Lands" 21.99 

Dealhofingar 19.99 

Drain lOiigMs Of Kryrin. (1 m*aj 19.99 

DeinonsgBia ' 22.99 

Disney Animation 59.99 

Dmy CpHeflen 15.99 

Double Dragon B.99 

Double Dragon 2 .5.99 

Double Dragon 3 15,99 

tyaflOflW*i|a 6 99 

Oeadnought " 22.99 

Oune ,,. „ 19,99 

Oynabla&lBf* 19.99 

Elvira 2 1 1 Meg) .2*99 

Epc- 1999 

EUTJ FOOlfja Ql-dnip 'i;-4'5 

Euro SottSf 16.99 

Ejwdltie Beholder 1 1 meg) .19.99 

£j* oJ the Beholder 2 1 1 U*g). ,., „ 21.99 

Ej» ol Iha Storm ' 19.98 

FlSStnka EagleS (1 Mgi 21.99 

F16 Combat Pilfl,,, 7.99 

F19StBBhh Fighter is.99 

FaJmnS* 24.99 

Rial Fight 16.99 

Praam left ?69g 

Rrel Samurji * Mega Ld Mania 1999 

Rao", .. _ , 1999 

FligtuolTta Intruder 14 99 

Flood 3 99 

Formula One Grand Priss •; 1 Meg) . . 22.99 

FoollHll Orortor 2 ( 1 Magi 1 6.99 

Football Crazy 14.99 

Fun Scnoo 1 4i/ 16.99 

Fun School* M1 16.99 



Fyn School 4 jntJer 5 1 6-99 

GLOC 1699 

GamftiSS-Espana 1999 

Global Etieot |1 meg) , .. .19.99 

Gaunler.3 . .1699 

Griosffiustars 2 6.99 

Grout And Ghosis .. 6.99 

Goblins* ... 16.99 

Gods . ...16.99 

Godfather Aciion _ 19.99 

Goolalhfrr Advu'Ve "(1 meg) 24.99 

Gratam Gooctt 19.99 

Granam Taylor 16,99 

GunshipSOOO f 22,99 

Guy Spy 19.99 

Hard Drrven .6.99 

Harpoon (1Meg) 22.99 

Harpoon Batltosel 3 9 99 

Harpoon BaKleseU 999 

Haipdon Soanana Editor 13 99 

Head Ovar Heels 6.99 

Heart c4 China |1 Meg) .. . ...22.99 

Hermdall (1 Megl „ . .. 19.99 

Harlequin 16.99 

Hrichike's Guide 7.99 

Hoi*... 16.99 

Hook 16.99 

Hunfar 19.99 

Hudson Hawfe 16.99 

Humans' „ 19.99 

tan Bolham 19.99 

IK* ..._ fjjf 

Immortal (1 msg| 499 

Indy Jones-Allanliri Aciion ' 1999 

Intty Jones-Atlantis Aduenlure " ( 1 mag) . . 24 99 

Inl Sports Challenge . 19.99 

Ishar . 19.99 

luaniioe 6.99 

Jaguar XJ22D (1 metf 16.99 

Jack Hetllaus Extra courses 9.99 

Jack riliehiaus unlimited Golf (1 Megl 19.99 

Jack Niekaus CJpan 9.99 

AWrty Wtihes Snookar 19.99 

JohnHaOden 16.99 

John Barnes it meqj ' 1699 

Kick Off 2 999 

KekQff2il Meg) 1199 

Kngs Quest 5(1 Mag) ...2299 

Knighlnara 19.99 

K.G.2 Final WiigBe . . 8.99 

K.O.2 Qianls of Europe 7.99 

K 2 RelMm of EuropJ 7.99 

K 1 Winning Tactici 5.99 

KnflUB 01 Ihe Sky (1 magi 22.99 

Las[Ninja2 „ 599 

last Ninja G , .16.99 

LasBr Squad 2 ■ 16.99 

Laander., . _ 16.99 

LMJ(li«f Gawess _ ■' S3 

Laem SlKI Larry 5 (1 Meg) 22.99 

LammiriBt ....- 1499 

Lemmtigs ConsbiKbon Kit * 1699 

Lemmings Data Disk '3 99 

Legend 1999 

Lethal Weapon 3' „ . .. 16.99 

Links 24.99 

Lard o1 re Rngs „ „ 19.99 

Lure ot The Tamptrsss 19.99 

U ■ _ 21 99 

Magic Poskal * . . , I lain 

Magic Fly 6.99 

Mega Fortress (1 Magi 22.99 

MegaLoManlai 12.99 

Meoaspons 1999 

Mega Traveller 1 '1 Meg) 1999 

Mega Traveller 2 {1 Meg). 19.99 

Mkropmse Gotlf n Meg) , ..22.99 

Micrpprose Sccc*. 6.99 

Mq ?9 Sup*' FlaeruW .26.99 

Mrjonstonafl Meg) 19 ag 

M1 Tank PSatoon 19,99 

Mdnip/it Resistance 6 99 

MldwinSer 2 1 1 Meg) . 22.99 

Mghl and Magic i .... „ ..29.99 

Myth 16.99 

Ns* Zealand Srary 6.99 

Nigel Mnsetl 'Wioirtd Chsrnp - 16.99 

Nighlbreed - AcDon .6.99 

Ninja CpHacdon 13.99 

Ooaralion ThurnJafbo* j6.99 

Oporslmfi won _ .6.99 

Ork , ,. _.. I6u99 

Fang.. 699 

Pap9(t»y2 _ 16 99 

Paraffir/Siars ,_.„, 16,99 

PGA Golf Courses 9.99 

PGATourGolt 16,99 

Pintail Oaams 16.99 



Plan 9 From Outer Space 24.99 

Plan* Manager 12.99 

Pllloan 6.99 

Pools of Daftness ( 1 Megl Jl .99 

Populous. 8.99 

Populous 2 |1 Meg) 19.99 

Powardrifl 6 95 

Powarmofigar - 1993 

PowHrmongBr Da1a Disc 1 , . 9 99 

PrarniejH(tMsg) 19.99 

RTyp» 6.99 

F*,TvP9 2 _ 16.99 

RB* 2 Baseball 19,93 

Sambo 3 6 99 

flainccwCoilacton ,„,„, 1399 

flams™ Islands 6.99 

Railroad Tycoon |1 Mg.i 22.99 

Sampans" 16.99 

Reams (1 Mag) 19.99 

R&fl Baron |1 Megi 22.99 

Red Heat 6.99 

Reac"i Id' Ihe Shies " P? 93 

Red Zona 1699 

Renegade 699 

Rck Dangerous 699 

ReeOI The Dragon (1 Magi 2699 

ftsky Woods 16 99 

flabocop 6 99 

flabooco3 . . 16.99 

Robocod . .16.99 

Rugpy WC4W C*ip . 12.99 

Rules ol Enflagmem 1 6.99 

Run The 6aumiei . 6.9fi 

&6flSJbl& Soccer 16.99 

Secrete/ Mondey Island (1 Mg, 15.99 

Secrete' Morxev Island 2 .;i Mg'i ... 24 99 

Shadow tanas ,„..,..,.., 19.99 

SbadowSoPcaw 19.99 

Shaoo*Warnofi .6.99 

Sillv Pully- 16.99 

Shirobi 6.99 

Shoot Em Up Kil 6.99 

Silkworm 6.9g 

Silent Service 2 (1 meg) 22.99 

Sim Art 22.99 

Sim City f P«xjIdus 19.99 

Simpsons 16.99 

Ski Or Die .._ B.99 

Soaca 1BB9(1 meg) 1999 

Space Crusade 16 99 

Space Gun ...16.99 

SpaciBl Forces fl Magi . .. .22.99 

Slew Daws. ., 7.99 

Sfctdsr..... 6\96 

Striker 16.99 

Strip Potter 2 1- Data 6 99 

Super Hang On 6 99 

Super Tens* 16.99 

StWIkJ - 34.98 

Slum Car Facer 6.99 

SwiichbladB _ 6.99 

Swilthblade 2 15.99 

Tf» Manager 19.99 

TearT> Yankee 1 9.99 

Team Yankea2(l Megl 1999 

Teenage Mutant Turfles 2 16 99 

Temnnaror2 1699 

Their Finest Hour. 1999 

Tlwir Finest Missions, 999 

Tnunderhawfc . 19 99 

Tip Off .16.99 

Titus the Fox „ 18.99 

Totu 16.99 

TlHBk«" - 16.99 

Turbo Ctlafenge 9.99 

TurboChatange2 16 9J 

Turbo Chalange V . . 16 99 

Turbo Outrun . ...6.99 

Tgmcan .6.99 

Tgmcan? .9.99 

TV SpOflS Baseball" _ 19.99 

TV Sports Basketball 999 

UMS2f1Meg) 19 99 

Unloucriablas 6 99 

lWima6|1 Meg) 19 gg 

Ulopia 1999 

Utopia Data Disk .9.99 

Vkings 16.99 

Voyager .. .6.99 

Wing Command* i1 Megl" 22.99 

WoDchikJ 16.99 

Wond Cup Cricket 1 Meg 19.99 

World Wrasiling Fed 16.99 

Wiiball k. m 

Wlzkid - 1699 

Zool ■ Station * 1699 



JOYSTICKS 



Quick joy Jetf ighter .1 0.99 

Fighter., 4,99 

Quickjoy Turbo 2 8.99 

Ouickshol 3 Turbo 

(Sega Comp) ,„„„ „ 9.99 

Quickjoy Tops-tar. 1 6.99 

Speed mouse .,,,1 5.99 



BLANK DISKS 



Top Quality Unb ratified 
Disks 

i» x 3.5" DSDD.. SM 

20 \ 3S n DSDU ...10.9<> 

5» x 3.S" USUI) „23J9 

l&rt x 3.S" DSDD ., f „ W."W 



HKCVC I KDHIKMVI DISKS 



ID X 15" DSDD „„„4J 

2fl X IS" DSDD O 

Ml \ Jii lyjl'lJ »i..i, »...,., Jli.lH.) 

10(1 \3.5 N DSDD „.._.., 30,00 



F. A .SPECIAL OFFERS 



Leisure Suit 
Larry 2 
£14.99 



SPECIAL OFFER 



KICK OFF 2 {I meg) 
NOW ONLY £1139 



SPECIAL OFFER 



Mega Lo Mania 

Now Only 

£12.99 



SPECIAL OFFER 



Cadaver 

Now Only 

£12,99 





Only three months into its creation, and Andrew Bray brook's 
Amiga sequel to his all-time C64 classic is already shaping up with 
the potential to be the greatest 16-bit shoot-em- up of the 
decade. And the only place you'll bear the FULL story behind its 
creation is here r in Andrew's own words in our exclusive serialisa- 
tion of his on-going development diary. The control mode is work- 
ing, some of the aliens are in and bullets are flying everywhere - 
but there's still a long, long way to go... 



PART THREE - JULY/AUGUST 

Tuesday July 21st 
Following on from the minor crisis 
reported last time that all of the plot 
routines were slightly flawed in a 
couple of obscure situations, I've 
been rewriting them all. Not from 
scratch, you understand - that would 
take ages - just the meaty hits that 
talk to the blitter. The required end 
result is a set of routines that are 
more efficient to run and amend to 
create new plot routines. That pro- 
cess took all morning. At the 
moment the game consists of a 
mishmash of all the different types 
of enemy that we've created so far. 
This is so that I can test them all by 
blowing up the ones I don't want to 
test. It also mwn!, that I can see if all 
the general routines are working. 
The objective in the early days of a 
game is to create a library of routines 
that are all thoroughly tested so that 
when complex stuff goes in later I 
know that any problems that occur 
cannot be blamed on what I call the 
'core'. Once all the core routines are 



working and they're as efficient as I 
can make them I can just forget 
about them, knowing that they're 
reliable. That's the theory anyway, 
New additions to the actual game 
are a slightly changed palette to give 
more different colour combinations 
and a mine-laying meanie that drifts 
about, attempting to deposit static 
mines around the screen. The meanie 
tries to stay on-screen by selecting 
a new direction that sends it right 
across the screen. With a fast 
scrolling game it's Important that 
the bad guys get seen, rather than 
lagging off-screen behind the action, 
vainly trying to keep up with the 
player's movement. This one's only a 
simple meanie but it's beatable, 
which gives the player a reward in 
out-sussing it. There's no point in 
having mega-intelligent meanies 
with the latest missiles and cloaking 
devices such that they are totally 
invincible. I might as well just print 
'Game Over' on the screen in the first 
two seconds and not bother to write 
any more 



Wednesday July 22nd 
This morning's tasks were two-fold, 
One was to get the homing missiles 
nice and slinky so they get drop off 
from both sides of the Manta ship, 
then power off forwards before 
selecting a target and chasing after 
it. The second task was to think of 
something easier to do in the after- 
noon than code in the robot control 
mode. Unfortunately, I couldn't. 
Rather than have the simple 'fruit 
machine' sub-game of the original 
Uridium, I want a more complex 
arrangement whereby the Manta 
flics over the runway, transforms 
itself into a giant robot and then 
drops to the surface, breaking 
through the hull to the deck below. 
An alternate control mode then sees 
the player battling it out with the 
dreadnought's occupants Psradroid 
"90- style, only much simpler and 
quicker. And a right barrel of fun 
sorting it all out was. Grab routines 
from Paradroid '90 and Fire & ice, 
add some new ones, smooth them 
out to make them faster and watch 
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them not do what I wanted them to 
do. Background collision detection 
never was my idea of fun, but if 
everything in the game obeys the 
physics of solid objects properly the 
overall effect is better. It's one of 
those things you only notice if it's 
not there. I hate meanies that move 
through solid walls and floors that I 
can't go through- 
Thursday July 23rd 
A final bit of tweaking on the robot 
control mode allows me to walk it 
backwards while firing. Great for 
that dignified strategic withdrawal. 
Now to tie everything together. A lot 
of things need doing at oncer the 
Ma nta-to- robot transformation 
sequence, setting up a second level 
with the surviving robots on it, trig- 
gering departure from the robot 
shoot-out, and finally getting to 
another airborne sequence. Such 
things as starting co-ordinates, a dif- 
ferent sized scrolling window and 
setting up surviving robots from the 
previous level rather than the play- 
er's lives all need to be arranged. 

Friday July 24th 

Put in a control mode for the drone 
robot. Unlike in the main game 
where the drone follows the con- 
stantly-moving main ship, the drone 
robot can collide with the player's 
main robot. It needs a cunning algo- 
rithm to keep it out of the way. I've 
rigged it to move away from the 
player if It is very close, and 
walk towards the player if far 
away. This currently works in ' 
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open spaces but it remains to be 
seen how well it copes in confined 
spaces. Of course, the drone can be 
backed into a wall and approached 
and is unable to do anything about 
it, Also put in a robot weapon that, 
when fired, releases a bullet casing 
from the gun. This falls to the 
ground with a shadow before com- 
ing to a stop, Looks quite swishy. 

Monday July 27th 
Phillip supplied me with the robot 
animation frames, three in each of 
the eight movement directions. 
That's not really enough to show 
convincing walking, even from 
above, So, faced with either adding 
at least another 1 € animation frames 
or finding another solution, my 
money's on thinking of a way out. 
How difficult can it be to control two 
feet separately, he says, remember- 
ing the Justice' episode of Red 
Dwarf IV, when the lads had 
mechanical boots on to escort them. 
I tried nearly all the possible combi- 
nations of add and subtract instruc- 
tions before arriving at a workable 
system involving a leading foot 
which spawns a trailing foot. The 
idea of two independent free- think* 
ing feet is nice but they'd probably 
go off on there own separate ways, 
rather like seven league boots when 
not properly supervised. So the lead- 
ing foot does all the work, setting up 
positions for itself and the trailing 
foot. This system is incredibly simple 
now that it's done, and the feet look 
great as one of them is always locked 
to the floor, just like real life. How 
many video games have managed 
that? Most tend to 'moonwalk'. I 
also slowed down the robot s peed to 
show off the walking a bit better and 
it's a 500% improvement, and as a 
beneficial side-effect the drone robot 
now behaves much more life-like as 
it fidgets about if you chase it. 
There's no stopping me now, I'm on 
a roll. 

Tuesday July 28th 
Twas again a Firey Icy sort of day. I 
only mention this because otherwise 
you might think I'm taking a sly day 
off and also it illustrates that a pro- 
grammer hasn't finished with a 
game just because it has been 
released, I spent much time writing 
some playing tips which would be 
finished but for the fact that the edi- 
tor crashed on me while saving out 
the final version. Luckily I had most 
of what I'd written still on the screen 
so I wrote it alt on paper and retype 
it tomorrow. 



Wednesday July 23th 

Bit of a wondering-what-to-do day. 

The game ts now waiting on ideas 

and for fatty Phillip to draw the 

robot feet, which he's trying to 

use as blackmail to get me to 
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(Left and below) With the 
game's ten power- up 
weapons now full imple- 
mented, tfridium 2 is 
starting to look a lot 
mare impressive graphi- 
cally - even if much of the 
action is Still taking place 
over a blank experimen- 
tal backdrop. The alien 
waves are becoming 
more intelligent, too - all 
good early pointers 
toward* a top-quality 
blast when the game is 
finally finished. 




(Left) The Paradrojn 1 '90 
style walking-robots 
section, where players 
can earn top bonus 
points by destroying 
the big internal reactors 
before bugging out and 
escaping. Note the little 
"thugs" that constantly 
attach our heroes. 
Fortunately, the robots 
can leave at any time 
via one of the level's 
emergency exits. 
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(Left) The- graphic 
frames for the M&nta's 
intelligent homing 
missiles, showing how 
they turn to track a 
moving target. The 
strange mine-like 
objects at the bottom, 
though finished, are 
still waiting for 
Andrew to decide what 
he wants to use them 
for. 




(Left) And here are the 
animations for the 
robot that the Manta 
transforms into for the 
end-of-ship sub-game. 
Vou can't see the feet 
here, as they are 
drawn as separate 
objects and added by 

the program later, 
Nate haw the frames 
haven't simply been 
flipped - each one has 

been painstakingly 

drawn to ensure a real- 
istic light tanning 
effect. 
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(Left) The famous ioniser 
toothpaste" lasers, origi- 
nally used in Defender 
and lifted by Andrew for 
Morpheus make a come- 
back in uritlium 2. look at 
those zingy beams go! 

{Below) At the end of 
each dreadnought, the 
Manta craft(s) transform 
like those famous "Robots 
in Disguise" and crash 
through the hull. Note the 
tank with two indepen- 
dently-firing turrets ■ a 
programming headacht if 
ever there was one,. 
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take out something that probably 
won't stay anyway- How cheap can 
you get? So I wrote the high score 
and initials entry routines. 

Although boringly mundane tasks, 
they are still tricky to do because I 
like to present them differently in 
every game which means I can only 
nick tiny bits out of my old games. It 
has to be done sometime and it 
makes people think I've nearly fin- 
ished if the presentation side of 
things is finished, 

With possibly two players playing 
the game it has to work out if either 
player has just lost their last life, if so 
are they on the high score table and 
then what input device are they 
using to enter their initials, I've got 
the letters of the alphabet swinging 
round in a large oval with a Manta 
ship pointing to one of the letters. 
You just move the stick to rotate the 
letters and hit FIRE to select the let- 
ter which then slides into place. 

Thursday July 30th 
Drew some robot feet myself. By 
having one frame with a low shadow 
and one with a higher one it looks 
like the robot is lifting each foot off 
the ground in turn. Had a go at 
drawing a robot body too. which 
wasn't too bad but I can't face rotat- 
ing it in eight directions with all the 
lighting done properly, Finished off 



the high score routine bar some text 
to say well done. 

Friday July 31st 

Had another go at drawing a simpler 
robot body, and threw in as many 
colours as possible. This helps to sep- 
arate the different parts. Still can't 
face rotating it in eight directions. 
Although DPaint gives as accurate a 
rendition as ll possible rotated at 
45', it has no idea what I wanted to 
draw in the first place, so the maths 
takes liberties with my straight lines, 
What I need is one totally unlit frame 
d rawn at 45 which can then be spu n 
to get the three diagonals and then 
lit. Human ray-tracing, no less. Also 
created another plot routine to dis- 
play an object in one colour for 
showing that an object has been hit 
It plots in this colour for one cycle 
before reverting to its original 
colours, giving a nice flashing effect, 

Monday August 3rd 

Phillip has yet again come up with 

something outside the scope of my 

software. 

Not satisfied with a tank with a 
turret, he wants a tank with two tur- 
rets, each with limited rotation, So a 
quick re-working of the turret-facing 
routines to allow limits to be speci- 
fied on the amount of rotation 
allows me to put his tank in. 



During this process I also hit upon 
another snag with the targetting-on- 
player bits. The tank turret needs to 
get position and rotation data from 
the tank body, with other data com- 
ing from the player to decide where 
to point. So I need another pointer 
to the player fas there could be two 
players) for the turret to remember, 
This is all helpful the other way 
round as the homing bullets of the 
players may need multiple pointers 
for their target and their parent, 
because a new weapon I developed 
today involves launching a smart 
missile which selects a target, fires at 
it and then moves on to the next. 

Tuesday August 4th 
Finished off the double-turretted 
tank which is suitably deadly, and 
put in a pair of ships that fly past 
lobbing a bullet between them, an 
old trick from a vector game circa 
1 982. Vou can destroy either ship to 
make them stop or just don't get in 
their way. Working out the direction 
and speed for the lobbed bullet 
involved a bit of Pythagoras to get 
it to disappear in the right place, and 
getting the communication between 
the ships right was a pain. 

Wednesday August 5th 
I've noticed some weirdness going 
on every now and again when using 
homing missiles. Occasionally one 
will come out and chase nothing in 
particular or another homing missile. 
This is, of course, impossible. Track- 
ing it down involved putting in little 
tests in various places in the code to 
identify when the mistake was being 
made. I thought that maybe if a tar- 



get was destroyed by something 
other than the homer on its tail, the 
homer would still have a lock on that 
object's data record, so if a new 
homer was fired, it would use the aid 
target data and be chased by the 
first homer. 

I shored up that bit so that targets 
dying hold on to their data record 
for one game cycle so that the 
homer always spots that the target 
is destroyed. This did not fix the 
problem. The homing missiles are 
smarter than that! If their target is 
destroyed they are supposed to 
select a new target and chase that. 

So.,, scenario 2: A homer chases 
its target, the target dies but not by 
being hit by the homer, the homer 
spots that the target dies but is not 
able to select a new target as there 
isn't one. The homer then dies natu- 
rally by timing out and hasn't cleared 
out its pointer to its original target, 
so it says "Well I didn't kill my target 
so someone else should give it a go". 
Thus it designates its target as an 
unselected target for new homers 
unaware that the target has long 
gone and is now a homer itself. So 
all I needed to do was clear out the 
target from the homer so it forgot 
about it once the target had died. 
Problem solved. You're nine tenths 
of the way there if you can just iden- 
tify the problem but sometimes you 
only see knock-on effects and it can 
take a while to sort out which 
haystack the needle is in. 

Thursday August 6th 

Today is a rare day indeed - there are 

no known bugs in the program. That 
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(Left) Yes, you 
guested if... it's 
the high- score 
table. Erm _ and 
tha t s about it, 
really. 
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It may look vary pretty, but Uridium 2 will almost definitely MOT be look- 
ing like this Del use Paint mock-up. Andrew isn't sure about the organic 
feel of the backgrounds, and will probably end up reverting to the more 
familiar shiny Steel constructions that original Uridium players will be 
familiar with. 



is, it's not embarrassing itself due to 
mistakes in my code I That means 
that I can write same sparkly new 
code and know what to blame when 
something goes wrong, Today's new 
features then are; a new graphic and 
algorithm for the chaser weapon 
that now sits on meanies until they 
die rather than fire at them from a 
short distance which was a hit unre- 
liable for moving targets. Also added 
some little meanies that I'm calling 
thugs, which run around inside the 
ship for the robots to shoot at. Also 
a fast laser shot in one of three 
snazzy colours, no less. Get J em 
while stocks last. Jason, our sound 
super- hero, says he's written a bar 
of the title tune, A whole bar, mind. 
And not just rfny bdr either, but one 
from the middle! 

Friday August 7th 

Day off due to Hairy Paul thinking it's 

a good idea laying a carpet at 3am. 

It wasn't, but it was fun while it 

lasted. 

Monday August 10th 
Put in some new weapons for the 
Manta, namely an orange laser, a 
bomb to drop onto the dread- 
nought to shake the enemy up 
a bit, a Defender-style Ioniser 



gun, and a wide-spread twirly 
thirtgy. With all these new weapons 
a method of obtaining them is 
required, and the hooks were all 
ready to allow the releasing of an 
object when a wave is destroyed. A 
bit of tampering produced a pod, 
looking very much like a homing 
missile as no graphics are yet avail- 
able. Collect it and the weapon 
changes. One little unanticipated 
sid e effect is that in dro ne m od e if a 
weapon is collected both ships get 
the weapon. Not sure whether I like 
that or not, let alone whether I can 
stop it. Two-player mode is unaf- 
fected so either player can pick up 
the pod for a weapon change, 

Tuesday August 11th 
Drew the graphics for the ground 
bomb which, if it misses the deck as 
it falls, heads off into the void. 
Changed the chaser bomb to slow it 
down as it nears its target. That 
stops it from buzzing around as it 
damages its target, then once 
destroyed it selects a new target and 
off it goes, at speed. Put some cop- 
per fading into the control panel to 
get some more colours on it and got 
it up to 39. It's in a bit of a wonky 
format so getting it from DPaint to 
the game involved writing a small 



routine to re-arrange it. I also speed- 
ed up our age-old collision detection 
routines to get them running faster, 
which could easily save a couple of 
raster lines. All game routines are 
measured not in the number of 
instructions or micro-seconds to exe- 
cute but the depth of a border 
colour bar. You set the border colour 
to a real sexy purple at the begin- 
ning of a routine, then back to black 
when you finish, and see how big a 
bar it makes, i.e. the distance the 
monitor scans as it's building up the 
picture each frame. 

Wednesday August 12tfi 
Put in some more test attack waves 
of ships to have a go at shooting and 
producing pods to try out all the 
weapons available. It's no good wax- 
ing lyrical about how good the 
super-smart gargantua-bazookoids 
are if no-one can actually see them. 
Changed the control panel colouring 
to a dark green and implemented 
the remaining ships or robot hit 
points display. These are inter- 
changeable as they are never 
required at the same time. The panel 
update is running under multi-task- 
ing so that it doesn't waste valuable 
time. If the game is busy then the 
score display might not be updated 
immediately, it will get done when 
things aren't so busy, 

Thursday August 1 3th 
Just for presentation's sake I put in 
the text for the high-score entry 
screen and also for the player ready 
screen, which has to say which play- 
er is in control or, if both players are 
playing as a team, which one is con- 
trolling the lead ship. I've also been 
carving up some of the Paradroid '90 
background graphics to use tem- 
porarily for the interior battles. Then 
I can check out the background col- 
lision detection routines a bit further 
and try and set up a deck to see how 
difficult the game is. Must put in a 
main title screen soon. I've cut out 
the Uridium 2 logo so I can drive it 
about the screen as sprites. Of 
course the game name might 
change so there's no point in getting 
too carried away. 

Friday August 14th 
Having had a further play with the 
robot control mode, especially with 
the drone robot attempting to fol- 
low the player, it is clear that the 
drone is going to get itself caught on 
narrow bridges and do its "I'm com- 
pletely stupid" impersonation and 
try to home in on the player and 
plough into the bridge sides. Let's 
see if I can fix it. This is the fun bit 
because I know the control mode 
well so I can adjust it fairly confi- 
dently and know that I won't wreck 
it (but I made a backup just in easel ) 
After some investigation ( decided to 



rig the drone 'intelligence' routin* 
so that the dro ne i g nores homi ng * 
on the player if he didn't move las: 
time and wait until he's walked hs 
way out of trouble before resuming 
It looks very clever and handles tf 
background better than a plays- 
who' s not-rea Hy-concentratSng-t oo- 
hard at all actually. 

Monday August 1 7th 
Put in a title sceen to get the gam* 
logo in. This needs to be bigger real- 
ly, but it'll do for now, I've rigged uj 
the inside sequence to allow the 
player robot{s) to be destroyed b« 
the thugs rather than escaping b> 
taking off after the last point o* 
energy is removed. The main tast 
will still be to destroy as many ger 
erators as possible within a time 
limit, but I don't want to put that ir 
yet as there's nothing more annoy- 
ing than getting to an important bit 
to test when a time limit \udder 
destroys everything. By the way 
thanks to Steve Allan for his kinc 
words in September's The One 
Graftgold have no immediate plans 
to put Morpheus on the Amiga 
Uridium 2 will take a few months yet 
and after that I'd like to tackle 
another original project. It might b* 
fun to do, though. 

Tuesday-Thursday August 18th 

30th 

Another Fiery Icy session, 

Friday August 31st 
I wanted to put. in a meaty mast 
devastation weapon which has a 
slow reload time to ensure that not 
too many go off at once. That's the 
easy bit, and I can stop the two-play- 
er team from getting one each by 
only releasing one at a time, but the 
drone mode gives the new weapon 
to both ships, Each has its own 
reload time but they can both fire 
on consecutive frames. Time to do 
this properly and set it up so that 
each Manta gets its own weapons 
It's not too tricky to do, but it is a 
bit messy, with pointers to weapons 
tables, object and player data all fly- 
ing about at once. Picking up 
weapons needs to be smarter too 
as there's no difference between the 
player and a drone, so the weapon 
exchange from a pod to a player 
must be done by the player, not the 
pod. All the pod knows is that it has 
hit a player's ship. 



NEXT MONTH! 

More graphics! More 
game design secrets! 
More exclusive info! Can 
you handle it? We can't! 
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Once, a long, long time ago, a kindly King was riding through the 
forests near his castle when he came upon an old lady, crying. 

"Why cry thee, wizened one?" he asked, concerned. 

The red-eyed crone looked up and replied, "O noble sire. I am at 
a loss. Where can I find a half-decent guide to what's good and 
what's not on the Amiga PD scene?" 

The good King smiled at the old woman and lobbed her his per- 
sonal copy of The One. "There you go," he smiled, "It's called PD 
Zone, it starts on page 114 and it's well smart." With that he gal- 
loped off, his horse kicking up dust into the face of the now-smil- 
ing old lady. 





DONKEY KONG 

Public Domain (512K). 
17 Bit, disk 2069. 

I love pisiform games and, 
although I admit that modern 
genre examples like The Addams 
Family and fir* & Ice are brilliant. I've 
never yet found a game to heat the 
old arcade stalwart Donkey Kong. In 
terms of graphics, sound, variety and 
(if we're being honest) payability 
these young striplings walk ail I over 
their venerable ancestor hut 
somehow, for all their silky 
smoothness and polished perfection, 
they don't have quite the same 
hook. 



Perhaps it's Donkey Kong's very 
primitiveness erf look and feel that 
makes it so attractive, harking back, as 
it does, to a more innocent and per- 
haps happier time when the ZX81 was 
THE machine to aspire to, 16K RAM 
was considered more memory than 
you'd ever be able to fill and you'd be 
lucky to get 32 colours on a TV set, let 
alone a computer. 

This is a spot-on version of the orig- 
inal - darken the room and you'd could 
almost believe you'd been 
whisked back to 1 9B4. The aim 
is simpiy to guide Mario (what- 
ever happened to him?) to the 
top of a rickety arrangement of 
ladders, platforms and convey* 
or belts, jumping over barrels 
and dodging roaming fireballs, 
in a perilous quest to rescue his 
girlfriend from a rampaging 
giant ape. 

There are at! fqjjr of the origi- 
nal levels to tackle plus a mystery 
bonus level if you manage to collect all 
of the bonus items scattered about on 
the walkways. It's wonderful, heady 
stuff to a nostalgic old duffer like me 
and if it affects you the way it affect- 
ed me then I'd advise you to play it 
with a close friend to wipe away the 
tears. Recommended without hesita- 
tion. 
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FLAG CATCHER 

Shareware (1Mb). Forties 
PD, Assassins 28. 

You can't beat a simple idea and 
fd eas don 't com e m uch simpler 
than Flag Catcher. Basically you 
have this grid of tiles and hidden under 
One of them is a flag. You're given a 
limited number of 'goes' to find it by 
turning over the tiles. 

Mow this sounds be a bit pointless 



but the skill comes from the fact that 
none-flag tiles conceal either an arrow 

(indicating in which direction the flag 
can be found), a number (indicating 
how many squares away the flag rests) 
or a bomb (which recovers any tiles you 
have already revealed), so using these 
as clues you can logically deduce the 
flag's hiding place. It's good, clean fun 
and very well presented. Although it 
can become a bit 'samey' it's still well 
worth a look- 
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DR MARIO 

Public Domain (1Mb). 
17 Bit, disk 2097 & 
Fortiss PD, Assassins 
28. 

Yet more Mario! Well not quite, 
to b& honest, Apart from the 
garnet title, the famous mous- 
tachioed Brooklyn plumber doesn't 
even get a look in. Not that he's essen- 
tial to the game (It's basically a Tetris 
variant); one can only guess Mario was 
brought in as a 'guest star' to help the 
game sell a few more copies. 

Not that it 
needs any help 
because it's a 
cracker in its own 
right, The player's 
job is to get rid of 
the gruesome little 
qerms at the bot- 
tom of the screen 
with the aid of the 
medicine pills that 
drop down from 
the top, And how 
is this achieved? 
By lining up the 



coloured pills with identically-coloured 
germs, you see; make a line four or 
more long and the guilty parties disap- 
pear! Get rid of all the germs and you 
move on to the next level though at a 
higher difficulty, of course, 

Once you get used to the weird joy- 
stick control (LEFT and RIGHT to move 
the pilL UP and DOWN to rotate it and 
FIRE to make it drop) it becomes seri- 
ously addictive, Add to that the fact 
that it's got a simultaneous two-player 
option where you can compete against 
a friend and you have here one essen- 
tial piece of PD. But whatever will Nin 
tendo say? 
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BUNDLE BONKERS! 



We Ve had four big bumper PD com- 
pilation disks in this month, three 
from those hard-working Assassin 
boys and Golden Oldies 2, from the 
Dragon Lord of the Vagrants. The 
run-down of the games on each 
disk is as follows,.. 

THE ASSASSINS THE ASSASSINS 



J 




DISK 28 

Public Domain & Shareware 
(512K & 1Mb). FartiH PD 

3QDY - Terminally cut* rip-off of the 
ancient Mario/ Bros gam*. 
OR MARIL - See review elsewhere. 
INVADERS 2 - Yet another clone of the 
original s hoot-'em-up. Yawn. 
FLAG CATCHES- - Stt ftvjf W elsewhere. 

MAD BOMBER 2 - Simple reaction tester 
{reviewed in the May if sua of The On*)- 

THE ASSASSINS 
DISK 29 

Public Domain & Shareware (512K ft 

1Mb), Fortiss PD. 

- Gaudy but enjoyable sliding- 

block p uzrle. Bit of a 'one go' wonder, 

though, 

■ Move the path-inscribed block* 
around to guide a 
ball safely to the 
exit. Ai exciting as 
It sounds. 
NOV,' ■ More of the 

same stuff you got 

in Dog. 

BRIDGE BAIL - See 
review elsewhere. 
ATTACKS - Nicely- 
presented rip-off of 
Virgin Games' Spot. 
QUAORIX-tt'l 
Shanghai don* 
arcade-style! 
Brilliant stuff. 



i 



DISK 30 

Public Domain & Shareware (S12K & 
1Mb). Fortiss PD. 

' Attractive platf ormer/shoot- 
'em-up from Gremlin, no I ess. 

■ Remember we ranted on 
about the lack of bouncy bulleti in the 
two player tank combat game called 
One On One in June 's The One? Well, 
this wi'l got 'em and it's all the better 

far them. A right hoot. 

• A SEUCKed shoot em up 
Slow, jerky and unpbyably tough. 
BOUNCE N' 81/-. - See review 
elsewhere- 

GOLDEN OLDIES 2 

Pohlic Domain ft Shareware (51 ZK K 
1Mb). 17 Bit, disk 2031. 
CROAK - Superb Frogger clone (given 
away an last month's Eoverdisk). 
- So-so Pacman clone 
(reviewed in the July issue of The One). 
- Simplistic but very enjoy- 
able one- or two-player aerial combat 
game. 

■ Good but often f ruttratingly dif- 
ficult Amidar variant. 

.1 N' JUMP - Remember Gremlin's 
Trailblazer? Old you enjoy it? Then 
you'll like this. 

IAM81E - Fun horizontally-scrolling 
shoot-'em-up let down by primitive 
graphics and low difficulty. 
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FIRE FIGHTER 

Public Domain (1Mb). 
17 Bit, disk 1989. 

There's nothing I like better than 
a good laugh and Fire Fighter 
provides them by the bucket- 

load, Not intentionally, mind. It's a 
shoot-'em-up with a twist, with you 
cast as a water-squirting fireman given 
the task of extinguishing any confla- 
gration* you come across in your slow. 
vertically- scrolling meander up the 
Screen, I guess you could cafl it a squirt- 
'em-up. 

Apart from the obvious fire threat 
to your London's Burning extra, there 
are also clouds of poisonous smoke to 
avoid (although these mercifully float 
away from you up-screen) and rogue 
storms which lob out forks of deadly 
lightning in all directions. However, 
these present very little danger and it's 
easy to make progress through the 
graphically-diverse levels' very quickly 
(well, as quickly as the turgid scroll will 
allow). 

Although the basic idea is quite 
appealing, the ineptly-drawn back- 
grounds and sprites (that's being char- 
itable), non-existent challenge and 
repetitve gameplay soon sap any 
enthusiasm you might have originally 
had. But it's just on the right side of 
the 'So bad it's good' line, so there are 

stilt a few giggles to be had for your 
money. 



IN! 

This month our dreamy PD 
tion comes from.,. 

■ 17 Bit Software, lit Floor 
Offices, HB Market Street, 
Wakefield, West Yorkshire Wf 1 
1DH. 
Tei; (09Z4) 366982. 

■ Fartiss PD, P.O. Box 2, Earl 
Shi Hon. Leicester LE» 8LU, 
Tel: (0455) 550904. 

BALL BRIDGER 

Public Domain {51 2K). 
Fortiss PD, Assassins 29. 

Obviously semi-mspired by Lem- 
mings, Ball Bridger is another 
entry into one of the most 
popular PD game genres, the arcade 
puzzler. A slowly-rolling ball drops into 
play at the far- left end of a long, hori- 
zontally-scrolling play area. Using the 
platforms and pipes scattered about 
the landscape {which can be picked up 
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and moved with the mouse), the play- 
er has to build a safe path over the 

deadly floor to the exit to the right of 
the level. Easy enough. But each plat- 
form, pipe or whatever can oniy be 

used a limited number of times and 
inevitably there are only just enough 
pieces and allowed uses to get your 
fragile sphere from A to B, 

It's an excellent game concept and 
very addictive, but enjoyment is marred 
by the somewhat fiddly control. Rather 
than locking the bridging pieces to a 



grid when they're dropped off, so ths 
the player can just throw thrm r< 
ly at the right area and they'll still drac 
into place correctly, each must be pov 
tioned precisely toy hand, At first the 
isn't so bad, but as the pressui 
increases on later levels this car 
become annoying. Still smart st^- 
though. 
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BOUNCE N r 
BLAST 

Shareware (1Mb). For- 
tiss PD r Assassins 30. 

Aaargh! I absolutely HATE thr 
game! It's a sort of cutesy Tur- 
rtcan, with the player huntinc 
for the exit to a series of multiway- 
scrolling landscapes, with a multitude 
of aggressive baddies to off as you go 
along, It looks and sounds great, and 
the player's control over the main 
sprite is lovely and responsive. In fact 
everything seems just fine and dandy 
until you start to play, 

It's so hard And I'm not talking 
ad renalin-pum pi ng, gotta-have-anoth- 
er-go hard, I'm talking gnashing-teeth 
foot-through -the-telly hard. The nasties 
spew bullets like they're going out c* 
fashion and require an inordinate 
amount of peppering with your laze? 
before they keel over even after you've 
picked up the power upgrades, And 
while I don't mind a challenge, after 
playing Bounce n' Blast for a few mir 
utes you feel like you've just spent fif- 
teen rounds in the ring with Chris 
Eubank. And unless you're some sort of 
pervy masochist, that's not a lot of fun 
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NEC BIRMINGHAM 
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You've 

Now experi 



The worlds of Mario, Sonic, CD 

technology and Virtual Reality 

collide this December when Channel 

4s Gamesmaster is transformed into 

a fantastic three day festival of fun 

and frolics at the NEC December 

4th,5th and 6th. 



Be a part of all that's 
hottest in consoles, 
computing, hand- 
held^, coin-ops and 
all sorts of games- 
related shenanigans. 



The GamesMaster 
presides over celebrity 
challenges, competitions 
and more! Ill ^^_ 
See the GamesMaster 
himself, Jovial Jock, 
Dominik Diamond. 



Shoot each other in Quasar 
Lazer Dome! Take a trip 
back in time to the old Wild 
West and free the sheriff, 
but watch out for those 
pesky Terminators and their 
death-type activities. 




j Virtual Reality! See 

what all the fuss is 

about on the banks of 

linked VR machines! 

Blow the cack out of a 

friend or a complete 

stranger. 
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Put your free tokens to good use in the mega-arcade on all the 
latest coin-ops. Then use your ID pass to key into Hie ultimate 
high scores table, with fab prizes for the top players! 




ITER LIVE! BEWARE OF CHEAP IMITATIONS! 






GAM ESM ASTER UVE 
IN ASSOCIATION WITH 
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It's an essential experience for all games fans,wrth hundreds of 
the latest releases and hot new titles from companies including 
VIRGIN, ELECTRONIC ARTS, GREMLIN, MICROPOSE, ANCO, 
IMAGINEER and COMMODORE before anyone else, and then 
use your new-found gaming knowledge to win friends and 
influence people. GamesMaster Live! will be packed with top 
celebrities from the worlds of pop, sport and train spotting (well, 
probably not this last one), all of whom appear in the new series 
of GamesMaster, there'll be live bands shaking their funky 
thangs and of course the MEAN MACHINES and CVG crews 
who'll be on hand to help with games, 
dispense top secret information and To get your no doubt 
autographs (and accept bribes). already sweating 
Whatever your-gaming interests there's palms on a ticket for 
guaranteed to be something there for 
you, from top beat em ups through to 
the latest fishing simulations to get 
your dad interested! Where else can 
you meet your favourite stars whilst 
playing on the latest in fab games? 
Nowhere, that's where {apart from 
Priory Court that a) 

GAMESMASTER LJVE- 
CAIM YOU AFFORD TO MISS IT? 



this jaw-sajivatingfy 

smart experience, 

fill in the form and 

send it off to us, but 

hurry, tickets won't 

last long. 
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Address 




„ PntcodB ... 

DsvTiineMND. EwningTd.No, 

J 

Please send me tickets at £6.00 each . 

For4th □ 5th ■ to ■ (PtaK Hm p«rErr*d mtel. Alternate date 

I enclose a cheque'Posul order to £ Cheques payable to NEC IGames 92) 

Please charge my Visa'Access'American Enpress'Diwrs Club 

; l i urn nn 1 1 ra^^ 

Signature - 



PtoMG flndose a Stamped anrkess envelope. 
Posi to: Games master Live' NEC Box OfSicE. NEC Arena, BIRMINGHAM. &40 INT 

Fnr creriil card bookings, call The NEC Box Office 
If you navB nm received your tickets within 21 days of application, please coniact 
NEC Bo>< Office. Customer Services nn 051 780 4133 Em. 2409 
Cut OH date for postal applications, 20th November 1992. 

Discount available for Games Master Club 
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Only a couple of months left until 
Christmas now. At The One it's our 
favourite time of the year, not just because 
of all the holidays, prezzies and great soft- 
ware r but because it gives us something to 
write in the Previews intro apart from the 
usual non-committal babble. So put your 
feet up by the fireside, kick off your 
loafers, pour yourself a fine glass of 
Brandy (that's Irn Bru for all you under- 
18s) and take a leisurely stroll through this 
fine set of first-looks. Yule love 'em! 
(Clear your desk - Ed.) 



INTERNATIONAL 
RUGBY CHALLENGE 

Domark 

Rougher, tougher and more entertaining than American Football, for 
all its transparent rasrmatazz, could ever be, Rugby is a game of real 
men but not, until quite recently, one to be successfully adapted to 
the Amiga. It took the immense licensing possibilities of the World Cup ear- 
lier this year to finally convince softcos that Rugby was a 'happening' sport 
to simulate. Of the two games that appeared to cash in on the unprece- 
dented TV hype, it was Domark's Kick Qff-style effort with the inspired 
title of Rugby: The World Cup that arguably won out over Audiogenic's 
glossier offering. 

Now, with the International season just around the corner again, Domark 
is revving up to jump on the sporting bandwagon once more with Inter- 
national Rugby Challenge, the official sequel to World Cup. This time the 
game's based around league action rather than the shorter, more imme- 
diate tournament scenario, with up to sixteen teams competing in three 
championships - the Triple Crown. Five Nations and, of course, the World 
Cup - as well as tours and friendly matches. And whereas World Cup was 
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a straight arcade-based game, Rugby Challenge has a smart managerial 
section where squads are picked and team tactics put together. 

Once out on the pitch, the game plays much the same - although the 
graphics have been radically revamped and look much nicer than World 
Cup's rather basic visuals - and there's also an action replay facility (no good 
sports game is complete without one). Due out on Amiga in October, Inter- 
national Rugby Challenge looks like it could be the best conversion (pun 
fully intended) of the sport yet- 



RAGNAROK 

Mirase 

Norse legend has 
it that one day 
the world would 
come to an end in an 
epic battle between the 
great Viking gods of 
good and evil. A typi- 
cally Apocalyptic sce- 
nario, wouldn't you 
think, for a computer 
game? Well, don't go 
sending it in to any 
software houses 

because Mirage has 
already thought of it. 
Taking a few liberties 
with the legend, the 
plot Of Ragnamk 
reveals that Odin, most 
powerful of all the 
gods, becomes worried 
about being destroyed 
in the upcoming battle, 
so tries to avert his 
death by travelling to 

Earth in the form of a raven and challenging a bunch of humans to rounds 
of the old boardgame King's Table. Don't look at me, I just write the stuff. 
Simitar in style to Chess but theoretically more complex, King's Table is 
played over a tiled board where one player, whose pieces start out in the 
centre of the board, has to get his King into one of the corner squares while 
his opponent, his pieces camped around the border, has to prevent it get- 
ting there. Like EA's old favourite Battle Chess, the pieces in Ragnarok are 
living characters - Odin is the good king, Loki the evil one, with famous 
faces from Viking mythology scattered around in between. And when a 
piece takes another, the action switches to one of 800 animation sequences 
showing the bloody battle between the two characters. 

Featuring a wealth of options that would do any conventional Chess 




PREVIEW 








After a succession of RPGs and,, of course, the inimitable A320 Airbus, 
this is one of Thalion's first major action-based products - it's certainly its 
most ambitious. The company is proudly proclaiming it to be the most tech- 
nically- advanced console-style Amiga game the machine has ever seen. 
These Germans, you know, they're not Silly when it comes to squeezing 
every last ounce of juice out of the Amiga, and the early demos we've seen 
so far are enough to have us convinced that, technically at least, Lionheart 
will be a real bobby dazzler when completed. 

The game itself is an "unpretentious hack and slash" that's probably best 
compared to something like Core Design's. Wolf child. It does, after all, fea- 
ture a half-man, half-beast character battling through eight multidirec- 
tional I y-scrolling levels. As you'd expect, the game's originality (or lack of 
it) is- being played down, and its stunning technical achievements hyped 
up instead. Like Team 17 games, it's not offering much in the way of inno- 
vation, but should score heavily in the payability and graphical Stakes - 
we've been promised that the game features the biggest sprites ever seen 
in an Amiga game. Thai ion is, of course, confidently predicting that this will 
be the big surprise hit for Christmas. Only time will tell. 



game proud, Ragnarok should prove to be a big hit with Tefal-heads across 
the land who'll probably just turn off the fancy animations and play in 2D 
mode anyway. It's released next month. 



LIONHEART 

Thalion 




Scrolling 
arcade adven- 
ture beat-'em- 
ups like Strider and 
Beast are two-a- 
penny, right? Well, 
yes, but it never 
put the Germans 
off coming up with 
their own 'tributes' 
to the genre, It's a 
mystery how they 
do it, but every 
now and again the 
Jerries come up 
with a game that, for all its unoriginality, knocks spots off everything com 
parable to it. Turriean was one such game and, if early indicators are any 
thing to go by, Lionheart could well be another. 
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THE GADGET TWINS 

Mirage 

Cutesy time again. In this, seemingly the fifteen billionth game to be 
set in a faraway cartoon world that looks like a kiddie's colouring 
book and everything has a nice smiley face, you and a pal play the 
Gadget Twins of the title, two characters called Bop and Bump (oh God). 
The cute cliche-ridden storyline describes how they're on a mission to 
retrieve the Magic Gem of Gadget Land, which has been stolen by the evil 
Thump. Don't nod off just yet, there's more. Gadget Land gets its name 
because every last one of its inhabitants is some kind of... you guessed it.,. 
mechanical gadget. 

So, Gadget Twins has Bop and Bump chasing Thump through six colour- 
ful and multidirectional scrolling levels. Because of the twins 1 remarkable 
gad get- 1 ike powers (starting to sound a bit like a Viz strip, isn't it), they can 
transform to fly through the air or swim underwater - amazing! - as well 
as pick up a bountiful supply of pickups and weapons to do battle with 
Thump's minions - Thump himself makes regular appearances through- 
out the game, piloting the 
mechanical guardians that 
crop up at the middle and 
end of eascb level. And, in 
the tradition of the best 
cutesy arcade games, 
there's not really a great 
deal else to say. It's good, 
solid, old-fashioned fun - or 
at least that's what's being 



''promised, The game's 
still in the early stages 
of its development over 
at Imagitec (responsible 
for this month's The 
Humans and the forth- 
coming Ragnarok - see 
previous page), so 
there's not a great deal 
to see at the moment. 
Rest assured we'll be 
taking a closer look 
nearer to the game's 
release at the end of 
the year. 
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ROME A.D.92: 
PATHWAY TO POWER 

Millennium 



Journey with us now, back through the ages, to the dawn of a new 
civilisation... back to ancient Home at the height of its gladiatorial 
splendour. It's not often we get to travel this far back in time in a 
computer game - EA's mediocre Centurion is the only game we can 
remember to tackle this particular subject matter before, and maybe 
it's because traditionally games with scenarios set in ancient history tend 
not to set the world ablaze. 

This latest effort from Millennium, however, might be the one to break 
the mould, discarding stuffy strategy game pretentions and opting 
instead for a more fun approach combining RPG and adventure elements, 
Any similarities between the screenshots on this page and Millennium's 
earlier Robin Hood game are purely intentional - both were the brainchild 
of programmer Steve Grand, and Robin's colourful isometric game world 
helped make it a big hit with punters who normally wouldn't touch this 
kind of stuff with a bargepole. Inevitably the same techniques have been 
radically enhanced (aren't they always?) and put to use here in a game 
casting the player as Hector, a humble slave who must rise up from his 
peasant origins to seize the reigns of power in one of the most power- 
ful empires in history. 

As the adventure unfolds, Hector advances through the ranks of 
Roman society, becoming a centurion, consul and senator before finally 
having a bash at the Emperor's throne itself, There's more of a strategic 
bent to this than Robin, though, with the player organising military cam- 
paigns and political agendas, as well as going through the motions of 
society hobnobbing and log-rolling that are vital to your advancement 
It has to be said, we've normally got little time for these weighty his- 
torical scenarios with even more cumbersome gameplay, but Pathway to 
Power has got our tastcbuds tingling - if it's anything like Caligula on the 
Amiga, it'll do for us, alright. Release and (hopefully) full review next 
month. 
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GAMES INDEX 






They think buying a game is easy. Well, they're wrong. Very wrong. We know what its 
like. There you are in your local software shop, that thirty quid in your pocket just 
itching to be spent on some tip-top piece of games coding, and all you can do is 
stand there, mouth open like some sort of village idiot, staring blankly at the rows and 
rows of shiny boxes, each crying out "Buy me! Buy me!". Which one to choose? They all 
look so good, don't they? 

Which is, of course, why we decided to create the Games Index. The Index covers every 
game reviewed in The One over the last ten months or so. Provided for each entry are the 
full ratings that we gave the game (Graphics, Sound, Play ability, Lastability and, natural- 
ly, the all-important Overall) and a brief three-line conclusion, explaining what sort of 
game it is and its major good or bad points. In addition, we tell you who publishes the 
game, whether it'll work on 51 2K or 1MB Amiga, in which issue of The One the game 
was originally reviewed (in case you want the full low-down on it) and even where you 
can find tips. It won't take all the heartache out of choosing which game to buy but it 
should help you sort the wheat from the chaff. Happy hunting. 

THE COMPETITION 

Once again it's time to get your thinking heads on as we present the sixth of our monthly 
Games Index Competitions! (Cue fanfare of trumpets.) As usual there's a not- 
inconsiderable amount of prime Amiga games software on offer to the reader who can 
correctly answer the three quezzies below and also be lucky enough to get plucked from 
the bulging sack of entries on the closing date. Don't forget - all the answers to the 
following posers can be found somewhere in the Games Index. Okay? Let's go... 

(1) Centaur Software only have one game listed in the Index. What is it? 

(2) Which game feels like "Pinball on a football pitch", according to its Index entry? 

(3) Which game was reviewed in the December 199Ts The One and tipped in May 1992s? 

Get your answers on a postcard to us at: Games Index Compo 6, The One, Priory Court, 
30-32 Farringdon Lane, London EC1R 3AU. The closing date is 21st October 1992. 
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Oooh, I bet you're all tired out after all that, aren't you? Co on, you sit down and have a 
rest for a moment or two. After all, you're going to need it because this is the page 
where I tease you with veiled hints as to the goodies that are heading your way in next 
month's smasheroo of an ish. 

I bet you thought that things couldn't get any better after this month's three quite 
unbelievably good disks and the equally unbelievably good features and reviews in the 
magazine- But - o, unbeliever - how wrong you are. 

Position yourself comfortably in your armchair and grip the magazine firmly with both 
hands. I'm not going to make any fast moves, I'll take it all nice and slow. I know the risks 
- one superlative too many and you could end up a drooling vegetable, overloaded on 
excitement - but I'm a professional and I know what I'm doing. Ready? Then I'll begin... 

??? MYSTERY WORK IN PROGRESS ??? - In yet another major coup, we present a 
completely EXCLUSIVE mega-huge Work In Progress Special on one of the most-eagerly 
awaited Amiga games of the year and a sure-fire cert to be this year's Xmas Number One 
bestseller. We can't tell you too much at the moment, but suffice to say that the game's 
coming from US Gold, it's a beat- em-up, it's a conversion of a wildly-popular arcade coin- 
op and in its title it has the words STREET and FIGHTER and the number I. (Ceddit?) 

PLU5! PLU5! PLUS! - All the usual goodies you've come to expect from Britain's biggest 
and best Amiga games mag, including reviews of the all the big-name games, as many 
pages of tips as you could ever seriously want, a heady mix of the first-ever news and 
screenshots of major games coming your way, in-depth interviews with the people mak- 
ing the software headlines, behind-the-scenes looks at games in development, superb 
budget and PD round-ups... In short, the usual excellence. 



Don't fret. A month's not that long a time to wait, really. 




ONE 



November Issue on safe October 21st 
Created by Amiga games fans for Amiga games fans 
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